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At New Wave you'll find all of your old favorites and lots of new games 
from around the world. 


Get ready for the new 
60mm miniature game 
by Cell Entertainment. 
Ronin is a customizable 
miniature game of 
gigantic mechanized 
battle. In Ronin you 
design your own unique 
battle armor and equip it 
with heavy turbo rocket 
launchers, jump packs 
and assault cannons of 
your choice. 


More lovely miniatures 


from Germany. — This 
time from Assassin 
Miniatures. Hack the 
Barbarian will be more 
than happy to take care 
of any pesky snake cults that happen to be 
running rampant in your neck of the woods. 


Excalibur is a well established 
miniature company in Germany 
with 3 unique lines with over 250 
miniatures: FEARLESS - their Sci-Fi 
miniature game is a_ fast-paced 
skirmish science fiction miniature 
game played by two or more 
players. 


Shad owforge miniatures 


Shadowforge 


From the land down under comes 
Shardowforge Miniatures who 
specialize in female miniatures. They 
make a wonderful line of female 
fantasy football teams, with 
cheerleaders. There is a Sci Fi line 
with gangers, marines and more, a 
Fantasy line with great figures, and 
an anime that is totally unique to this 
industry! 
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From the Editor 


And here we are for another action packed issue 
of Fictional Reality. I'd like to take a minute to 
thank everyone who has made putting out this 
‘Zine such a_- pleasure; the contributors, 
advertisers, and readers! | hope that each issue 
continues to provide you with quality miniature 
gaming articles and information. I'd also like to 
remind people to send in a subscription request. 
Being on the subscription list gives you access to 
the 'zine a couple of days ahead of everyone else. 


Last issue's contest featured a drawing by my 5 
year-old (back then, he's 6 now) son Alexander. 
As almost everyone that submitted an entry 
figured out, it was a picture of the Powerpuff Girls. 
The three winners were announced on_ the 
website and have all received their copy of 
Flashpoint! Please enjoy it with my compliments. 


Down to nuts and bolts now. In this issue you'll 
get two battle reports, each representing a 
different genre of miniature gaming. Mecha! will 
get you your anime/mech fix and Confrontation 
will get you hacking and slashing in no time. 
Regular features like the Slave Pit, miniature and 
game reviews, and Terraforming in Miniature are 
still here along with a new army for Chronopia and 
new fiction for VOID. 


As this is the December issue of Fictional Reality | 
must wish everyone Happy Holidays and | hope 
that Santa Claus brings you all lots of nice little 
metal men to play with, or in some of our cases 
the hope that our wives will let us buy more little 
army men. 


Later, 
"Gigga-who?" 


Just to be nice and clear, if you own the © on 
something and | fail to mention it, guess what, you 
still own that ©! I'm not out to snatch anyone's 
hard work or intellectual property. The picture on 
the front cover is © Crunchy Frog Enterprises. 


Ine Nerertem 


HISTORY AND ORIGINS 


Tiamat, the Great She Serpent and 
Mother of the Gods, loved her 
mortal creations more than her 
divine children and set the Stygian 
above her children's followers. 
When the other Gods gathered in 
protest, Tiamat declared’ the 
Stygian destiny to be sacrosanct 
and scribed it so upon great 
magical Tablets. The written word 
has the power to bind and the Gods 
were rendered powerless to directly 
oppose Tiamat’s will in this matter. 


Tiamat’s foremost daughter and 
minion, the lion-headed Sakhmet, 
was called the Vengeance of the 
Gods and was especially instructed 
by her mother to punish hubris. 
The Stygian planning their own 
destinies was as close enough to 
hubris for Sakhmet to be partially 
free of the Tablets’ geas. She 
scoured the world for a proper tool 


A New Army for 


to depose the Stygian and found 
that they had created the perfect 
tool for their own destruction. 


As the Stygian came closer to 
supplanting the Gods, their rites of 
sacrifice took on more power. In 
any place of death, there are rats; 
the vermin fed upon the scraps, 
gaining sustenance and sentience. 
Sakhmet quickly became _ their 
patron and taught them the ways 
and worship of vengeance, naming 
them the Nefertem after her child 
that Tiamat had eaten in a fit of 
jealousy. 


The Nefertem bred and grew 
quickly in size and knowledge, soon 
gaining the power to seize the rite 
of sacrifice from the Stygian. 
Having grown slothful and 
dependent upon their sacrificial 
rites, the Stygian were easily thrown 


Generic Army L ist 


VANGUARD LITTER PACKS 

Rank is often determined by age in Nefertem society and these are the lowest of the 
low. As young as three months of age, these warbands compose of mates from the 
same litter with an Overseer to drive them into battle. Shieldbearers usually comprise 
the front line, absorbing enemy missiles with their warshield or their bodies. Following 
close behind are their brothers and sisters with swords and spears. Bringing up the 
rear is the Overseer, ready to slay any that would disgrace their familial unit. 


CC MW PW LDB AC W_ ST MV A Def S_ Cost 


Shieldbearer 11 10 - @) 2 1 0 3 20 0 il Alt 
Swordmate 11 10 - 6) Zz 1 0 3 18 0 (l 11 
Spearmate ila! 10 - 9) Z 1 0 3 18 0 1 16 

Overseer 14 10 : 12 2 1 1 3 20 -1 1 25 


Special Rules: 

° If a Vanguard Litter Pack fails a Panic roll, the Overseer may automatically Rally 
the unit by killing a panicked littermate. 

e All Overseers have the Secondary Weapon Special Ability. 

EQUIPMENT: 

Shieldbearers are armed with a Large Warshield and a Sword. 

Swordmates are armed with a Sword. 

Spearmates are armed with a Spear. 

Overseers are armed with two Swords. 

STRUCTURE: 

WARBAND 

4-12 littermates (any combination of Shieldbearers, Swordmates, or Spearmates) 

1 Overseer 

RECOMMENDED PROXY MODELS: 

Harlequin: Ver’Men Slave Fighters 

Black Knight Games: Verminion with Sword, Verminion with Polearm 


THE AGED 

After several battles, a Litter is generally reduced to the point of being unfieldable. 
Nefertem who have survived the loss of their family members are extensively trained to 
work with other such veterans. These elite units can demand, and usually receive, 
better quarters, equipment, food and drugs. Known as the Aged for their now patchy 
and grey fur, they tend to perform mop-up duties on any foes surviving the tide of 
Littermates. Adding to their effectiveness are Qurai and Gozu-Tenno mercenaries 
swelling their ranks. 


cc MW PW LD AC W ST MV. A Def S_ Cost 
‘Aged 13 #10 - 2 2 1 0 3 2 0 1 2 
AgedSpearr 13 10 - 12 #2 41 0 3 2 +O 1 2 
tui di 14 : id Oe ae 3 20 1 = 
Corroder 
Cozileno 6° 40 = 13 2) 1 Oo 2 20 2 1 3 
Assassin 
Aged 4 10 - 4 #2 4 «0 3 2 oo 1 2 


Champion 


Special Rules: 

e Aged and Aged Spear have the Group Attack Special Ability. 

e Gozu-Tenno Assassins have the Feint and Disguise Special Abilities. 
EQUIPMENT: 

The Aged and Aged Champion are armed with a Sword and Shield. 

The Aged Spear are armed with a Spear. 

The Qurai Corroders are armed with a Sword and Globes of Corrosion. 

The Assassins are armed with a Poisoned Blue Steel Sword 

STRUCTURE: 

WARBAND 

4-9 Aged (any combination of Aged and Aged Spear) 

Up to 1 Qurai Corroder and Tozu-Genno Assassin* 

*You may purchase an allied specialist for every 4 Aged you purchase. 

1 Aged Champion 

RECOMMENDED PROXY MODELS: 

Harlequin: Ver'Men Warriors, Nest Guard Warriors, Ver Bombers and Assassins 
Black Knight Games: Verminion with Sword, Verminion with Polearm and Verminion 
Character 
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down by hordes _ of 
Nefertem and their less 
intelligent Brethren 
pouring forth from the 
earth. Tiamat’s power 
was broken for a 
moment and was quickly 
subdued by her children, 


bound in slumber and 
placed within a Stygian 
ziggurat tomb. The 
Stygian, leaderless, 
scattered across. the 
world. 


Some escaped the red- 
eyed gaze of the fanatic 
Nefertem, but not many. 
In truth, the Stygian 
would have been utterly 
destroyed but for the 
other Gods. Fearing 
reprisals from Tiamat 
when she awoke and not 
wanting the precedent of 
genocide, they acted 
together in calling curses 
down upon their saviors, 


Sakhmet and the 
Nefertem. 

The blood-frenzied 
Sakhmet was _ easily 


tricked into pursuing an 
illusionary Stygian army 
and so could not shield 
her subjects. Many fell 
to the Black Hunger, 
feeding upon the fallen, 
and when there was no 
more, upon each other. 


Others fell victim to 
pestilence, cast down in 
the form of arrows from 


the heavens. The 
Nefertem fled their 
supernatural opponents 


and the Stygian retired 
to their Chaos Tombs, to 
begin the long process 
of healing. In their 
escape from the Gods, 
the Nefertem split off in 
many directions and 
became separate 
cultures from each other. 
Their lifespans were 
shortened drastically by 
the curses, but they 
were prolific and 
survived. 


Most escaped by 
splitting off into small 
nomadic bands, 
scouring the land for 
Sakhmet’s enemies at 
the bidding of her 
Prophets. The Jarri are 
the most infamous of 
these sub-cultures, 
remaining above ground 
and casting down their 
foes with mortal copies 
of the Gods’ pestilent 
arrows. 


The Nosophorus took 
the study of striking 
through disease’ to 
another level. Saved the 
scourge by casting 


RAT CLAN NEST GUARD 

The Dwarven Rat Clan has gained much from their alliance with the Nefertem. One of 
the many concessions the Rat Clan has had to make to the Nefertem to assure their 
prosperity is providing and equipping elite guards. Nearly every Nefertem Chieftain has 
a personal bodyguard of Rat Clan guarding him and the breeding nests. They are 
usually only deployed in battle in the most dire of circumstances, when the Chieftain 
himself must enter combat. The Nest Guard is well supported by mercenaries from the 
Qurai and Gozu-Tenno (showing just how good their powers of disguise are) and is a 
staunch defensive force, as difficult to root out as a rat in a hole. 


(O1e; MW PW LD AC W_ ST MV A Def S_ Cost 

Rat Clan 
Halberdier 10 - 14 2 1 2 3 22 -1 ‘ 22 

ou 1 14 : (hl a 3 16 O 1 16 
Corroder 

Gozu-Tenno 

WSeAGSih 16 10 - 13 3 il 0 2 20 -2 1 20 
Rat Clan 
Standard 15 10 - 14 2 1 2 3 22 -1 fl 22 
Nefertem 
Chieftain 16 10 - 16 3 2 2 3 24 -2 4 24 


Special Rules: 

° Rat Clan Halbadiers and Standard Bearers have the Ferocity Special Ability. 
e  Gozu-Tenno Assassins have the Feint and Disguise Special Abilities. 

° Nefertem Chieftains have the Ferocity Special Ability. 

EQUIPMENT: 

Rat Clan Halbadiers are armed with a Halberd. 

Qurai Corroders are armed with a Sword and Globes of Corrosion. 
Gozu-Tenno Assassins are armed with a Poisoned Blue Steel Sword. 

Rat Clan Standard Bearers are armed with a Halberd and Standard of Defiance. 
Nefertem Chieftains are armed with a Halberd. 

STRUCTURE: 

WARBAND 

4-8 Rat Clan Halbadiers 

Up to 3 allied specialists (any combination of Qurai Corroders and Gozu-Tenno 
Assassins) 

Up to 1 Rat Clan Standard Bearer 

Up to 1 Nefertem Chieftain 

INDIVIDUAL 

1 Chieftain 

RECOMMENDED PROXY MODELS: 

Heartbreaker: Horned One Spearmen and converted Wolf Clan Legion 
Harlequin: Ver'men Black Horde, Command and Ver’Men Heroes 

Black Knight Games: Verminion with Polearm, Verminion Standard Bearer 


BLESSED BRETHREN 

Though the small size and flexible skeletature of the Nefertem are great advantages 
underground, they often lead to them being physically overpowered on the surface 
world. Early on during the Massacre, Sakhmet acted through her Prophets to create 
specialized breeding programs for a new warrior caste. Though this moved quickly due 
to the short lifespan and large litters of the Nefertem, the goddess has never been 
known for patience and interfered directly. The Blessed Brethren swelled to prodigious 
size but were reduced to a rudimentary intelligence and an even shorter lifespan. 
Nefertem Care-Takers are assigned to the Brethren from birth to train them nearly 
every waking hour and guide them to trouble spots on the field of battle. During the 
mass confusion after the Wilding, it took little persuasion to convince surrounding 
Dwarven Clans that the Blessed Brothers were actually “Rat Totems.” 


cc MW PW LD AC W ST MV. A Def S_ Cost 
elie 15 10 - 2 3 3 3 4 #2 2 2 7 
Brother 
Caretaker 142 «10—~—*—‘ w*COS 3. 20-1245 


Special Rules: 

° Blessed Brethren are Immune to Fear. 

° Blessed Brethren Cause Fear. 

° For every ‘attack’ Action spent in Close Combat, the Blessed Brother get 3 attacks 
(1 Gnaw at Damage 11 and 2 Mauls at 13 Damage). 

e Caretakers have the Secondary Attack Special Ability. 


EQUIPMENT: 

Caretakers are armed with two Swords. 

STRUCTURE: 

WARBAND 

1 Blessed Brother 

1 Care-Taker 

You may purchase a Blessed Brethren Warband for every 500 points in your army. 
RECOMMENDED PROXY MODELS: 

Harlequin: Giant Ver’men Ogre or Ver’Mogre and Ver’Men Hero or Champion 
Black Knight Games: Verminion Character 


Nefertem Army L ist 


JARRI ARCHERS 

The Jarri have lived on the surface world for generations as wandering clans of hired 
killers. Unlike the underground world, missiles are viable weapons and the Jarri strive 
to master them. They are regarded as demons in the Southern deserts for their 
lightning-fast raids and black-fledged arrows killing with a scratch. With the 
reemergence of the Stygian, the Jarri have joined the rest of the Nefertem for only 
token fees. The Gozu-Tenno, realizing the urgent need for elite missile troops, has 
poured much of their wealth in securing Jarri commissions for years to come. 


cc MW PW LD AC W ST MV. A. Def S_ Cost 
JariArcher 10 13 - «411 2 1 0 3 1 O88 1. 34 
CUS! CO 3. 18 #O 1 36 


Leader 


Special Rules: 

e None 

EQUIPMENT: 

Jarri Archers and Leaders are armed with a Diseased Bow. 
STRUCTURE: 

WARBAND 

2-4 Jarri Archers 

1 Jarri Archer Leader 

RECOMMENDED PROXY MODELS: 
Black Knight Games: Verminion Archers 
Harlequin: Ver’men Crossbows 


BRETHREN CHARIOT 

One of the highest ranks that Nefertem may hope to attain is that of the Divine 
Retribution Warriors, or Ma’ahes. These veterans are rewarded by Sakhmet with an 
extended lifespan and are completely independent of all mortal authority. They 
function as traveling judges of religious law and have been known to subsume control 
of Nefertem armies in the field. While the Prophets are the goddess’s voice in 
peacetime, the Ma’ahes are her knife in war. 


cc MW PW LD AC W ST MV. A Def S_ Cost 
EVeuTen 10 10 - 1 #2 3 4 5 1% oO 3 112 
Chariot 

MEYeli: 15 10 - 1 3 2 4 3 2 2 1 
Warrior 

JarriArcher 10 13 - 412224 +20 #3 18 0 1 


Special Rules: 

e —_ The two Giant Rats each have a bite attack, Dam 7. 

e — The Chariot gives a +2 Armor bonus to the Ma’ahes Warrior and Jarri Archer. 

° If the Chariot is destroyed, the Ma’ahes Warrior operates as an Individual and the 
Jarri Archer becomes a one man Leaderless Warband. 

EQUIPMENT: 

The Ma’ahes Warrior is armed with a Long Spear. 

The Jarri Archer is armed with a Diseased Bow. 

STRUCTURE: 

INDIVIDUAL 

1 Two Rat Chariot 

1 Ma’ahes Warrior 

1 Jarri Archer 

RECOMMENDED PROXY MODELS: 

Black Knight Games: Verminion Rat Chariot with a Verminion Archer 
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themselves down before 
the Gods _ in_ abject 
worship, they gathered 
in great underground 
monasteries to praise 
decay and develop ever- 
deadlier plagues’ to 
loose upon the world. 
They preach infection as 
the highest form of being 
and seek to convert 
every living being to the 
Way of the Flea. 


Some of the Gods 
despaired for the act of 
Creation and quit the 
world, but others 
persevered and gave life 
to the Dwarves. Even 
after this success, some 
of the creators retired 
despairingly. The Qurai 
Nefertem struck quickly, 
infiltrating the 
abandoned Dwarven 
Clans and using them as 
cover against the other 
Gods’ scrutiny. 


Combining their ancient 
knowledge and _ skills 
with the strength and 
resilience of the 
Dwarves, they slowly 
grew into a_ secret 
society of far-reaching 
potential and massive 
power. 


The Gozu-Tenno never 
stopped hunting’ the 
Stygian and other 
enemies of Sakhmet. 
Persevering through the 
heavenly assaults, they 


became masters’ of 
stealth and quick 
discrete strikes. By the 


time the Stygian had all 
sealed themselves up in 


Chaos Tombs, the 
Gozu-Tenno were a 
thinly-spread network 


spanning most of the 
known world.  In_ their 
exploration, they came 
across resources’. of 
great wealth that they 
spend liberally. After all, 
they can always kill their 
creditors and take the 
riches back. The near- 
fabled “blue steel” 
weapons of the Dwarves 
are common in_ the 
Gozu-Tenno ranks and 
elite mercenaries from 


other Nefertem — sub- 
cultures swell their 
ranks. 

Whether using other 


groups as fronts, living 
deep underground, or 


wiping out any 
settlement that have 
learned of their 
existence, the Nefertem 


have remained relatively 


PROPHET 

Most Nefertem are considered ancient at five years of age. Prophets are truly blessed 
by their goddess, for they are seemingly ageless; a handful of the most powerful claim 
to have been among the original Nefertem so many thousands of years ago. Any 
Nefertem managing to survive to his twentieth year is transformed by Sakhmet into a 
white-furred Prophet, becoming a mouthpiece of the goddess and a powerful clan 
leader in his own right. 


CC MW PW LDB AC W ST MV A Def S_ Cost 
Prophet 10 10 15 13 3 Z 0 3 20 il 1 45 


Special Rules: 

° Prophets are Immune to Panic and Fear. 

e Prophets may buy spells from the Prophecy list. 
EQUIPMENT: 

Prophets are armed with a Sword. 

STRUCTURE: 

INDIVIDUAL 

You may purchase one Prophet for every 1000 points in your army. 
RECOMMENDED PROXY MODELS: 

Harlequin: Ver'Men Wizards, Ver'lock Skveek (Great Ver’Men Lord) 
Black Knight Games: Verminion Mage 


Nosophorus Army L ist 


War Monks focus their worship on the pestilence aspect of Sakhmet and are violently 
missionary. Their efforts to convert a population tends to begin with a flood of plague- 
carrying rats, airborne pests and crop diseases. Once an area has been thus prepared 
for the Word, the War Monks descend en masse. The Deacons, pummeling 
unbelievers with their spiked censer bearers and blinding them with choking fumes 
precede them in battle. Supported by a Standard of Corruption trailing clouds of flies 
and the jarring rhythm of their Musician’s drums, the War Monks are truly a holy terror. 


cc MW PW LD AC W_ ST MV A Def S_ Cost 
War Monk 13 10 - 15 2 1 0 3 18 -1 1 24 
War Deacon 13 10 - 15 2 1 0 3 18 -1 1 38 
Standard 
Bearer 13 10 - 15 2 1 0 3 18 -1 il 55 
Musician 13 10 - 15 2 1 0 3 18 -1 i! 57 


Special Rules: 

e War Monks, Standard Bearers and Musicians are Revolting and have the Berserk 
and Secondary Attack Special Abilities. 

e War Deacons are Revolting and have the Berserk Special Ability. 

EQUIPMENT: 

War Monks are armed with two Serrated Knives. 

War Deacons are armed with a Censer of Pestilence. 

Standard Bearers are armed with two Serrated Knives and the Standard of Corruption. 

Musicians are armed with two Serrated Knives and the Drums of Panic. 

STRUCTURE: 

WARBAND 

4-8 War Monks 

2-4 Censer Bearers* 

* You may purchase 1 Censer Bearer for every 2 War Monks you purchase. 

Up to 1 Standard Bearer 

Up to 1 Musican 

RECOMMENDED PROXY MODELS: 

Harlequin: Ver’'Monks and Ver’Priests 

Black Knight Games: Verminion with Standard 


CHALICEBEARER CREW 

The most effective way to quickly consecrate an area and its inhabitants is by forced 
baptism. The Chalicebearers spray determined defenders with virulent germs and 
viruses, acidic bile and poison as the liquid medium; those who aren’t immediately slain 
are truly reborn as boils, sores and cancerous growths erupt from them. The Chalice is 
incredibly inaccurate, but all the better for spreading the beauty of plague. 


Chalice 
Bearer 


Special Rules: 

e You may not buy more Chalice Bearer Crews than you have other Warbands. 

e The Chalice Bearer Crew works as a team and must remain in be contact to 
operate efficiently. If the begin their turn in base contact with each other, they 
may expect Actions simultaneously in order to Move or Fire. 

e If the Chalice Bearer Crew uses an Action to Move, it may not Fire that turn. 

e — The Chalice uses the Flame Template. 

e The Chalice must be fired as a missile weapon and may not be used in Close 
Combat. 

e The Chalice Bearer Crew must separate to Charge, Countercharge or Dive for 
Cover. 

e If a fumble is rolled while firing the Chalice, center the template on the crew and 
calculate victims and damage as normal. If one of the crew is dead or separated, 
a fumble occurs on a roll of 18-20. 

EQUIPMENT: 

The Chalice Bearer Crew are armed with the Chalice and Swords. 

STRUCTURE: 

WARBAND 

2 Crew 

RECOMMENDED PROXY MODELS: 

Harlequin: VerBurna Team 


BISHOP 

Worshipping disease is not a practice for the weak. Between the daily handling of 
plague vectors, the research and development of new diseases and fighting in the 
never-ending holy wars, any Nosophorus who lives to his fourth year is unbelievably 
rare and probably destined to join the ranks of the Bishops. Tools of Sakhmet’s 
pestilence aspect just as Prophets and Ma’ahes are of her vengeance aspect, Bishops 
have reached a symbiotic relationship with their countless infections and have grown 
unbearably strong. Fierce in close combat with both sword and barbed tail, they may 
even issue sicknesses to hinder and weaken their enemies. 


CC MW PW LDB AC W_ ST MV A Def S_ Cost 
Bishop 14 10 13 15 2 2 Z 3 20 -2 il 57 


Special Rules: 

° Bishops are Revolting. 

° Bishops have the Berserk Special Ability. However, they do not suffer the normal 
-4 penalty to Armor, they lose their Def modifier instead. 

e Bishops have the Secondary Attack Special Ability. 

° Bishops have prehensile barbed tails that they use to grasp their enemies. If the 
tail hits, the Bishop may spend an Action to crush its opponent, both making a 
Strength test. If the Bishop wins, the victim takes a Wound. The victim may do 
nothing other than attempt to Break Away. However, if he Breaks Away 
successtully, he is still in CC and must make a further Break Away test if it wishes 
to move away. Bishops have a 360-degree attack arc with their tail and may 
attack models up to 2 inches away. 

° Bishops may buy spells from the Plague list. 

EQUIPMENT: 

Bishops are armed with a Sword. 

STRUCTURE: 

INDIVIDUAL 

You may purchase one Bishop for every 1000 points in your army. 

RECOMMENDED PROXY MODELS: 

Harlequin: Ver’Men Wizards, Ver’lock Skveek, Plague Wizard 

Black Knight Games: Verminion Mage 


Q ural Army L ist 


LESSER BRETHREN 

The Gods had abandoned the Rat Clan long before the Wilding. Though this protected 
them against the ravages of the Wilding, they were never able to develop full-fledged 
Keepers. Through observation of the other Clans, however, the Rat Clan Herders have 
picked up the basics. They are now constantly accompanied and protected 
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unnoticed and 
unmolested by the other 


races. Not so. with 
themselves, however. 
Internecine conflict is rife 
between the various 
factions and sub- 
cultures. The _ fighting 


finally reached such a 
pitch that it threatened to 
uncover the Nefertem to 
the world when the Days 


of Dread came. Taken 
by surprise, the 
Nefertem were badly 
hurt by the Devout 
explosion and were slow 
to react. In the 
confusion, small 


numbers of Nefertem 
were discovered by the 
other races, mistaken as 
a new Devout menace 
and wiped out. 


It took twenty-one years, 
seven full generations of 
the Nefertem, for the 
Prophets to quell the in- 
fighting and unite the 
hordes. Great Ma’ahes 
warriors had returned 
and readied the 
Nefertem for _ battle. 
Sakhmet herself 
challenged the Dark One 
to distract his full attention 


from the Nefertem 
campaign to restore the 
status quo. . Just as the 


hordes began to advance, 


however, they were 
immediately thrown into 
disarray. The One King 
had awoken the Stygian! 


Distracted by Sakhmet’s 
challenge, the Dark One 
was unable to direct his 
armies. Stygian rushing 
to engage the Nefertem 
crashed into the Devout 
attempting to face the 
Nefertem. The Nefertem 
wisely withdrew, leaving 
the Devout and Stygian 
to weaken each other. 
Nefertem spies planted 
information to increase 
the unity of the surface 
races against the 
Stygian and the Devout 
interlopers, but were 
soon enraged by their 
weakness~ and _ their 
pathetic rallying around 
the “living God” of the 
Firstborn. Such hubris 
could not go 
unchallenged and_ the 
Nefertem have now 
arisen as_ both the 
newest and oldest player 
in the Byzantine politcs 
of Chronopia. 


unswervingly by dozens of the Lesser Brethren, man-sized rats who serve as labor and 
pets for the Nefertem. 


cc MW PW LD AC W ST MV. A Def S_ Cost 
Lesser 

pn a i ee oe a ie ce ee ie ee ae 

RauClan 30°40 «Si 3. 22 2 1 40 
Handler 


Special Rules: 

° Lesser Brethren all have the Group Attack Special Ability. 

° Lesser Brethren do not need to make Morale Tests as long as the Musician is 
alive. 

e Lesser Brethren have a bite attack, Dam 7. 

EQUIPMENT: 

Rat Clan Herders are armed with a Sword. 

STRUCTURE: 

WARBAND 

4-12 Lesser Brethren 

1 Rat Clan Herder 

RECOMMENDED PROXY MODELS: 

Harlequin: Giant Rat Pack 

Heartbreaker: Wolf Clan Legion Leader 


ARQUEBUS TEAM 

Nefertem, being mainly parasitic society, are not known for inspired breakthroughs in 
science or the arts. However, they have an enormously long racial history to draw on 
and excel at synthesizing ideas from separate sources into a cohesive whole. The 
Arquebus Team is one of their greatest achievements, combining the blowguns of the 
Swamp Goblins, fireworks of the Blackblood Empire, blue steel of the Dwarves and 
mobile missile troops of the Elves. Essentially a stripped-down primitive cannon, the 
Teams consist of a Trigger-Hand to aim and a Steady-Hand to brace. The Arquebus is 
too unwieldy to be aimed and shot by a single Nefertem, so the Teams are extremely 
vulnerable to casualties. The Qurai are not known for being crack troopers, preferring 
to fire on foes that cannot respond in kind. 


cc MW PW LD AC W ST M A Def S Cost 

uniagers 15 10 : mW #2 14 4 3 2 #O 1. 36 
Hand 

Sie 1 10 - 1 #2 4 4 3. 2 oO 1 35 
Hand 


Special Rules: 

Arquebus Teams may only fire once a turn. 

Arquebus Teams require two models in base contact to fire. 
EQUIPMENT: 

Trigger-Hands are armed with an Arquebus and Sling. 
Steady-Hands are armed with a Sword and Shield. 
STRUCTURE: 

WARBAND 

1-4 Trigger-Hands 

1-5 Steady-Hands 

RECOMMENDED PROXY MODELS: 

Harlequin: Ver Gunna Team 


ARCHIVIST 

The Qurai were always great schemers and have a great love for gossip and 
information, no matter how trivial. When they first infested the Rat Clan, they dug great 
concealed storerooms and therein stored every scrap of knowledge and stray invention 
they could lay their paws on. A special caste was created to live in and care for these 
secret caverns, the Archivists. Sheltered from the disease and violence rife within the 
majority of Nefertem, the Archivists enjoy longer lives and spend this time absorbing 
data and tinkering with the machinery. They have perfected a number of technologies 
at great expense to the Clan, a debt that they are paying off by applying these gadgets 
in a battlefield role. Though lacking any extensive combat training, their miniature 
arquebuses and smoke bombs keep them safe at a distance. These combined with 
their ball lightning generators and other strange weapons, make them as deadly as any 
legitimate spell-caster. 


CC MW PW LDB AC W_ ST MV A 
Archivist 13 13 14 14 3 Z 0 3 20 


Special Rules: 

e Archivists are Immune to Panic and Fear 

e Archivists may replace either member of an Arquebus Team that has suffered 
casualties. The Archivist may not cast spells while doing so. 

e Archivists may buy “spells” from the Archivist list 
EQUIPMENT: 

Archivists are armed with a Pistol. 

STRUCTURE: 

INDIVIDUAL 

You may purchase one Archivist for every 1000 points in your army. 
RECOMMENDED PROXY MODELS: 

Harlequin: Ver'Men Wizards, Ver’lock Skveek 

Black Knight Games: Verminion Mage 


Gozu-Tenno Army L ist 


The Gozu-Tenno still concern themselves almost exclusively with hunting down and 
utterly destroying Sakhmet’s enemies. The hunting down and rousting out of these 
enemies falls to the more-than-capable Thugees. Falling upon defenders through 
routes believed secure, Thugees and Swordmasters slay all those who dare to fight as 
the crack-shot Slingers and Netmasters down those who wisely flee. 


CC MW PW LDB AC W_ ST MV A Deis eS Gost 
Thugee 14 10 - 10 2 1 0 3 18 1 il 25 


UO 4 #13 - #0 2 14 «0 3 18 1 1 31 
Slinger 
uinege 14 0 - 1 #2 1 O 3 18 2 1 29 
Swordmaster 
UM 4 15 - 10 #2 14 «0 3. 18-1 185 
Netmaster 
Hhugge 6 40 = 3 3 4 @ @ “2 2 7 30 
Assassin 


Special Rules: 

e All Thugees have the Outmanuever Special Ability. 

e — All Thugees have the Hunter Special Ability. 

e The Thugee Swordmaster has the Secondary Attack Special Ability. 
e — The Thugee Assassin has the Feint Special Ability. 
EQUIPMENT: 

Thugees are armed with a Sword. 

Thugee Slingers are armed with a Sword and a Sling. 

Thugee Swordmasters are armed with two Swords. 

Thugee Netmasters are armed with a Sword and a Net. 

Thugee Assassins are armed with a Poisoned Blue Steel Sword. 
STRUCTURE: 

WARBAND 

4-7 Thugees and/or Thugee Slingers 

Up to 2 Thugee Swordmasters* 

* You may purchase 1 Swordmaster for every 3 Thugees you purchase. 
Up to 1 Thugee Netmasters 

Up to 1 Thugee Assassin 

RECOMMENDED PROXY MODELS: 

Harlequin: Ver'Men Sewer Runners and Assassin 

Black Knight Games: Verminion with Sword 


JARRI ARCHERS 
Use the same statistics and point cost as the Jarri Archers in the Nefertem Army list. 


APDEMA’AT 

After the Thugees locate prey, the Apdema’at brings it down. Their name implies that 
they are living embodiments of Sakhmet’s judgement upon mortal life. If any know the 
secrets of the Apdema’at, they are either silent or silenced. What is whispered of is the 
deadly skill of these stealthy assassins. Several reports have come from armies 
forewarned of Stygian ambushes by eviscerated Tree Devil corpses and nearly a 
dozen Nightwalkers have gone missing recently while probing the Labyrinth. 
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Nefertem 
Armory 


Serrated Knife 

Single Handed Weapon 
CR MX RM 
cc 


Sword 

Single Handed Weapon 
CR MX RM 
cc 


Poisoned Blue Steel Sword 
Single Handed Weapon 
CR MX RM 
cc 


Spear 

Two Handed Polearm 
CR MX RM 
cc 


Halberd 

Two Handed Polearm 
CR MX RM 
cc 


Long Spear 

Two-Handed Polearm 
CR MX RM DAM 
cc 12 


Censer of Pestilence 
Two Handed Weapon; Uses Boulder 
Template, may hit wielder 

CR MX RM 

cc 2” 


Chalice 

Ranged Template Weapon; uses the 

Flame Template; continuous damage 
CR MX RM DAM 
6 12 -3 14 


Sling 

Missile Weapon 
CR MX RM 
12 18 -3 6 


DAM 


Diseased Bow/Arrow 
Missile Weapon/Single Handed Weapon 
CR MX RM DAM 
16/CC 24 -4 7x2/6 


Pistol 
Missile Weapon; usable in CC 
CR MX RM DAM 
8 12 5 10 


still unsheathed and is baffled. Any Devout force strong enough would have been 


A [ md [ The Wolf Clan is still investigating the outpost of Scouts found slain with their weapons 
y located by now. 
cc MW PW LD AC W_ ST MV A Def S_ Cost 


( ont Apdema'at 16 16 : 10 2 2 0 3 21 -3 1 78 
1 

Special Rules: 

e Apdema’at are Immune to Panic and Fear. 


Arquebus e Apdemai’at have the Feint Special Ability. 
Missile Weapon; minimum range of 8” e  Apdema’at have the Hide and Stealth Special Abilities. 
CR MX RM DAM e — Apdema’at have the the Secondary Attack Special Ability. 
16 24 5 10x2 EQUIPMENT: 
Apdema’at are armed with two Poisoned Blue Steel Swords and War Darts. 
Globes of Corrosion STRUCTURE: 
Thrown Template Weapon; uses Small INDIVIDUAL 
Explosion Template RECOMMENDED PROXY MODELS: 
CR Mx RM Harlequin: Ver’Men Assassin 
. oo Black Knight Games: Verminion Character 
e 
Tra NefertemS pells 
CR MX RM 
6+ST 
If the victim fails its Armor roll, it may PROPHECY SPELLS 


only attempt to Break Away and is at +4 : : 
to hit. Invigoration 


Cost: 10; Range: LOS 20”; Level: 4; Actions: 2; Save: N/A 

Standard of Defiance Effect: The targeted Unit gains a +1 to their CC, MW and Strength until the Prophet’s 
Warband gains the Brace Special ; next Activation. 

Ability. Twist of Fate 

Cost: 10; Range: 15”; Level: 1; Actions: 3; Save: N/A 

Standard of Corruption Effect: The targeted model gains a +2 to their Armor for the rest of the game. A model 
Warband is -4 MW to hit with missiles. oo Son Tere ie PORUS nee: 

Foetid Wind 

Cost: 15; Range: LOS; Level: 3; Actions: 2; Save: N/A 


D f Pani 
palate Debeaes Effect: The targeted Unit is immune to missile weapons for 1 Turn until the Unit’s next 


Warband now causes Fear. 


activation. 
Call of Vengeance 
Buildi ng a Cost: 50; Range: Summon; Level: 5; Actions: 3; Save: N/A 
Effect: One of Sakhmet’s spirit minions is Summoned to the field: 
Nefertem Army cc MW PW LD AC W ST MV. A_ Def S_ Cost 
Vengeance 16 - - AS: 3 é) 4 4 25 -2 2 - 


To build a Nefertem Vengeance is Immune to Panic/Fear. 


Vengeance Causes Fear. 


army you will first need | Vengeance is armed with a Halberd. 
to choose which 'base' STRUCTURE: Inidividual 
. . PLAGUE SPELLS 
force to use. This will | Goucorriies 
] Cost: 5; Range: LOS 24”; Level: 1; Actions: 1; Save: Yes 
be either Nefertem, 


‘ Effect: A swarm of bloated flies and other flying vermin afflict the affected Unit, stinging 
Nosphorus, Qu ral, Or and crawling under armor to bite. This has the overall effect of Fear. 
Speed of the Brethren 
Gozu-Tenno. You may Cost: 7; Range: LOS 12”; Level: 1; Actions: 1; Save: N/A 
purchase Individuals Effect: The target Unit gains a +1 to its Movement and the ability to Leap until the 
Bishop’s next Activation. 


and Warbands from J infection 
' ti Cost: 15;:R : LOS 18”; L I: 2; Acti 24:8 ue 
your base list and the os ange eve ctions ave: Yes 


Effect: The target model is wracked with pain as boils erupt across its body. This 
Generic list You must counts as a Damage 12 attack, with damage continuing until the model dies or 
‘ passes an Armor test. 


still observe all regular | Nausea 
; Cost: 20; Range: LOS 12”; Level: 3; Actions: 2; Save: Yes 
Chronopia_ rules _ that 


Effect: The affected unit is confronted with horrifying visions and fever and must 


cover army immediately make a Panic roll. 
construction. 


ARCHIVIST SPELLS 

Smoke Bomb 

Cost: 10; Range: LOS 24”; Level: 2; Actions: 1; Save: Yes 

Effect: The affected Unit has its LOS reduced to 6” until the Archivist’s next activation. 

Ball Lightning 

Cost: 15; Range: LOS 18”; Level: 2; Actions: 2; Save: Yes 

Effect: Ball lightning arcs from model to model, affecting them as a Damage 14 bolt 

with a maximum range of 18” from the Archivist. 

Elemental Rift 

Cost: 18; Range: LOS 20”; Level: 4; Actions: 3; Save: Yes 

Effect: Essentially the same as the Devout Warped Lord spell: Vortex. 

Crack’s Call 

Cost: 24; Range: Personal; Level: 4; Actions: 3; Save: Yes 

Effect: Place a Chasm template with one end touching the Archivist. All models 
touched (other than the Archivist) must make a LD test or fall in and are 
removed from the board. The template stays on the board and may only be 
crossed by models with the Leap and/or Climb Special Abilities. 
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Special Abilities 
Disguise 
A model with this ability is not deployed 
with the rest of its Warband. A basic 
model of that unit type is added instead. 
At any time during the game, the player 
may switch any model in the Warband 
with the Disguised model. This does not 
cost an Action to perform and does not 
automatically Activate the model. 


Revolting 

A model that is revolting is so hideous 
that is draws shudders from those not 
accustomed to looking upon _ its 
sickening visage. Revolting models 
may ignore the Feint Special Ability and 
cause their enemies to suffer -1 to hit in 
CC. 


$11.95 


WWW. I-KORE.COM 


IK 11406 $4.9 5 5 
BLacK LEGION : 
SERGEANT 


7 oe i = canes agit it 
. IK11404 $4.95 
¢ COMMANDER X 


= 


BATTLE 
REPORT 


course! 


Chris and | decided to play a 1500 point game 
with stock mechs from the Mecha! rulebook, but 
no  powersuits (think Dreadnoughts and 
Warwalkers in Warhammer 40K, Hurricane 
Walkers and Eradicator Deathdroids in Warzone, 
etc...) were allowed. In Mecha!, the mechs 
themselves can be your standard humanoid 
walking tons o' fun, battle tanks (surface and 
hover versions) and aerospace fighters. You can 
even take vehicles that can transform from one 
type of vehicle into another. We would be playing 
ona 4' x 8' game table with moderate, but not 
heavy, amounts of intervening terrain. 


Mark's Magnificent Menagerie of Mechs 


The first mech that I'll be taking will form the 
backbone of my force: The Imperial Destroid. It 
has two crewmembers, two ranged weapons and 
a butt-load of missile pods. It's kind of light on 
armor, but it has a force shield so if | can keep the 
bad guys in front of me | should be ok. The 
Imperial Destroid sets me back 400 points. 


Next on the block is the Snapshot. It's a battle 
tank with a long range multiple ROF gun that 


MECH Class System 
Integrity 
Imperial Destroid Mid 20 
Snapshot Mid 16 
Dagger Light 15 


Eagle Mid 20 


The first battle report for this issue features a game that | picked up 
several years ago, in fact my wife bought it for me almost nine years 
ago. Mecha! is a very fast moving game of giant robot combat that 
was originally published by 7" Street Games and is now available 
through Flagship Games at www.flagshipgames.com 


Even though this is a battle report and not a review of the game I'll 
give you all a little overview of how things work since this may be your 
first exposure to Mecha! You make an Initiative roll each turn. If you 
win you get to power up and take actions, if not....well, | hope you 
have leftover energy for defensive action. You can only win Initiative 
twice in a row and if you won last turn your opponent gets a bonus to 
his roll. With that said, you can see how the action can get fast and 
furious and things can go BOOM rather quickly. 


I've drafted Christopher Carr, you'll remember him as my opponent in 
the Warzone battle report from the debut issue, and enticed him to sit 
down and play a game of Mecha! It didn't take me long, Chris is a big 
fan of this game and will take just about any excuse to sit down and 
play a game. Our objective: blow up all of the other guy's toys of 


could be a bit more powerful, but it's fast and has 
a good number of missile pods so there goes 400 
more points. 


Ok, with 700 points left to spend | have a few 
options. | can take a super heavy mech, 
which will cost 600 points and then throw 100 
points out the window...not too likely! | can pick 
up a couple of mid-grade mechs, like the ones 
that | already have, or | can go for some lighter 
mechs and hope to outnumber and outmaneuver 
Chris. 


| decided to go with a couple of mid-sized mechs 
and pick up the Dagger, which has decent regular 
armor and a few missiles an no gun at all. On the 
other hand, literally, is a force weapon that will 
shred enemy mechs. 


With 400 points to go | am tempted to grab 
another Imperial Destroid, but their lack of armor 
worries me a bit and | decide to grab the Eagle 
instead. It has decent armor and a shield, a 
respectable ranged weapon and a good number 
of missiles. 


Regular Heavy Main Weapon 
Armor Armor Dam/Range/ROF 
1 0 4d6/60"/1 (x2) 
2 0 2d6/50"/2 (2 in battery) 
3 0 1 Missile Pod 
3 0 4d6/40"/1 


Christopher's Cavalcade of Colossal Carnage 
AKA - Volvo's, they’re boxy, but they’re good. 


When | select mechs for Mecha | try to come up 
with mission specific designs. Given my 
unfamiliarity with the strength of hand-to-hand 
combat | decided on a ranged combat force. My 
anchor for my entire team would be one massive 
super-heavy. For this job | chose the Marauder. 
With five points of armor plus a shield it could take 
a lot of shots and still dish out punishment. Thirty 
points of system integrity allow it to fire both of its 
huge guns (5d6 damage) and still be able to move 
and defend itself comfortably. The other point to 
look at was that it had 6 missile pods and 1 full 
bay of missiles. That comes out to be 40 missiles 
in all if my opponent leaves something in the 


MECH Class System 
Integrity 
Marauder Super Heavy 30 
Eagle Mid 20 
Lancer Light 8 
Hardpoint Slave 10 
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open. At 600 points this took up almost half of my 
total points. The only flaw in the Marauder is the 
fact that it is slow. To counteract this | chose a 
relatively fast mech, the Eagle, to help keep the 
enemy from out maneuvering my troops. The 
Eagle can move up to sixteen inches on the 
ground. With twenty point of energy the Eagle can 
move all sixteen inches, fire it’s 4d6 weapon and 
still be able to dodge. It too has a decent chance 
of survival as it has three points of armor plus a 
shield. | believe in durability. The Eagle cost 400 
points so | have 500 left to spend. Next | chose 
another fast mech to run beside the Eagle. For 
this role | selected the Lancer. It is a surface 
vehicle, a.k.a. a tank, which has a one-turn 
movement of 40’. Can you say Indy car material? 
Its drawback is it’s low system integrity. It only 
has three energy points left if it moves the 


Regular Heavy Main Weapon 
Armor Armor Dam/Range/ROF 
3 2 5d6/60"/1 (x2) 
3 0 4d6/40"/1 
2 2 1d6/40"/2 
1 1 4 Missile Pods 


maximum amount allowed. Its guns are puny 
(1d6 of damage each), it hardly has any missiles, 
and it lacks the dodge ability. This mech is 
definitely not taking anyone done alone, but it 
sports more armor than the Eagle. The Lancer is 
intended to be the bullet sink for the eagle. It can 
soak up shots, and might even finish off a 
damaged mech. Who knows: it might roll a critical 
on its puny guns. The Lancer was a hundred 
points cheaper costing only 300 points. With 
a mere 200 points left over | went looking for 
slaves. Slave robots are small and very fragile. 
They must be assigned to a non-slave mech to tell 
it what to do. The Hardpoint would do just fine. It 
has a mere 2 points of armor plus a shield so it 
would probably fall to one turn of firing, but it has 
a 3d6 damage gun. My baby slave can deal out 
more damage than the Lancer. | decided to 
assign Hardpoint to Marauder because if your 
master mech dies the slave shuts down for a bit. 
There... am done. Two fast moving mechs to 
flank and a hard to kill mech with a baby to anchor 
a flank. 


TURN 1 


Since | won the roll to determine sides 
| also win control on the first turn. 


CONTROL PHASE: Mark 
MISSILE PHASE: No action taken 
MOVEMENT PHASE: 


Dagger - Skims forward over to 
some more cover. 

Eagle - Runs towards the center of 
the board, but still finds cover 
behind some rocks. 

Snapshot - Decides to move out into 
LOS of the Marauder and so he 
can take a shot. 

Destroid - Being careful not to 
expose himself he moves up 
close to the Snapshot. 


RANGED COMBAT PHASE: 


Snapshot -  Unloads' on_ the 
Marauder who manages_ to 
dodge the incoming _ shot. 
Dammit! 


TURN 2 


Chris lost the control roll last turn so 
he receives a bonus to his roll this 
time around. He wins and his mechs 
power up while mine pucker up. 


CONTROL PHASE: Chris 
MISSILE PHASE: 


Marauder - Goes postal and unloads 
all of his missiles in a Deathwind 
attack at the Snapshot. Forty 
missiles come streaking at the 
tank, which is able to reduce the 
number by five through defensive 
missile fire. Of the thirty-five 
missiles that clear the attrition 
zone sixteen slam into the tank 
and leave it a smoking pile of 
junk. 


MOVEMENT PHASE: 


Marauder - Sits still as he is running 
at negative power right now due 
to the Deathwind attack. 

Lancer - Skims on over by the 
Eagle. 

Eagle - Moves over a bit. 

Hardpoint - Moves up in front of the 
Marauder. 


DEPLOYMENT AND TURN 1 


The grey areas are mountain elevations. The dark green areas are wooded sections. 
The solid brown area is an undamaged large building and the fuzzy brown areas are 


former buildings that are now rubble. 


TURNS 2 AND 3 


RANGED COMBAT PHASE: 


None. 


Ok, well | guess that's what | get for 
sticking it out there right at the start of 
the game. It certainly was a risk, but 
had | won the control roll it's pretty 
likely that Chris would be one mech 
down right now instead of me. Of 
course, | could have played it safe and 
not rushed in like a bull in a china 
shop. 


B 


TURN 3 


Ok, now it's my turn to get the bonus 
to the control roll and it does me 
absolutely no good whatsoever! Argh! 
Losing control two turns in a row 
guarantees me getting it next turn. 


CONTROL PHASE: Chris 


turn 3 continued. 


MISSILE PHASE: 


As Chris has no targets in LOS there 
is no missile fire this turn. 


MOVEMENT PHASE: 


Marauder - Moves up towards the 
building that is still standing. I'm 
sure that a huge mechanized 
battlebot moving to use _ their 
home as cover must be quite 
reassuring to any residents still 
there. 

Lancer - He heads over towards the 
corner of the play area behind 
some mountains. 

Eagle - Ditto. 

Hardpoint - Follows the leader, the 
Marauder. 


RANGED COMBAT PHASE: 


None. 


Knowing that he'll automatically lose 
control for turn 4 Chris wisely tried to 
take up positions of increased cover, 
while still trying to get himself into 
striking range if he is lucky enough to 
win control for turn 5. 


TURN 4 


CONTROL PHASE: Mark 


(Automatically, no roll needed). 


MISSILE PHASE: No action taken 
MOVEMENT PHASE: 


Dagger - Flies towards the center of 
the board while trying to make 
sure that he cannot get picked off 
if | lose control next turn. 

Eagle - Moves up a bit and gets LOS 
on the Marauder. 

Destroid - Moves up towards the 
rubble of a previously destroyed 
block of low-rent housing. 


RANGED COMBAT PHASE: 


Eagle - In addition to being at pretty 
lousy range for the gun that the 
Eagle is using the Marauder is 
also dodging. Guess what...1 
miss. 


Not a whole lot of action, but | had to 
try and reposition my mechs to get 
some offense going while minimizing 
how open | left myself. 


TURNS 4 AND 5 
TURN 5 


CONTROL PHASE: Mark! 


Holy Cow! Ok, now here is my 
chance to begin to turn things around. 
| power up and get ready to go to 
work. 


MISSILE PHASE: 


Eagle - He unloads all four of his 
missile pods, twenty missiles in 
all, at the Marauder. Eleven 
manage to hit, but fail to cause 
any damage because my dice 
have been cursed by the Blair 
Witch! 


MOVEMENT PHASE: 


Dagger - Charges into hand-to-hand 
combat with Chris' Eagle. 

Eagle - Doesn't move and hopes that 
the Marauder didn't notice the 
missiles that just came his way. 
He's not moving because he's 
out of power right now, not 
because he's scared or anything. 

Destroid - Gets up behind the rubble 
and sets his sights on the 
Marauder. 


RANGED COMBAT PHASE: 


Destroid - Takes two shots at the 
Marauder and manages to hit 
once (ok, we're doing better 
now), but causes no damage due 
to the Marauder's thick armor. 
On the upside | do manage to 
blow off two dice worth of Heavy 


Armor 
HTH COMBAT PHASE: 
Dagger - | power up my energy 


weapon and try to pretend that 
I'm Mike Tyson about to waylay a 
meddling reporter and | miss. 


Ever wonder what a deer feels like as 
a pickup full of liquored-up rednecks 
come barreling through the woods? 
I'd bet that my mech pilots know that 
feeling. 


TURN 6 


CONTROL PHASE: Chris. 
MISSILE PHASE: 


None. 


MOVEMENT PHASE: 


Eagle - He turns around to face the 
Dagger that just whiffed. 

Lancer - He backs up and turns to 
face the Dagger. 

Marauder - Gets completely behind 
the building. 

Hardpoint - Moves up behind the 
Marauder and gets into as much 
cover behind the building as 
possible. 


RANGED COMBAT PHASE: 


Lancer - He shoots at the Dagger 
and somehow misses. 

Eagle - Takes two shots at the 
Dagger and hits twice. The 
Dagger turns on his force screen 
and by some strange twist of fate 
| take no damage from the shots. 
Everything kind of twists back the 
other way as a critical hit causes 
a pod of missiles that the Dagger 
is carrying to explode in the bay, 
destroying the mech. "Yes, that 
is a missile in my pants, and no 
I'm not happy to see you." 

Marauder - He takes two shots at 
the Eagle and hits twice and 
causes a critical hit, but no direct 
damage is caused. The critical 
hit reduces the armor of the 
mech and blows off his shield. 


TURN 7 


CONTROL PHASE: Chris. 
MISSILE PHASE: 


Hardpoint - Dumps a pod of missiles 
into the Eagle and causes 14 
points of damage and a critical 
hit which rips off some armor and 
destroys his ranged weapon. 


MOVEMENT PHASE: 


Marauder - Moves up to the corner 
of the building. 

Hardpoint - Follows the Marauder. 

Lancer - Moves towards the center 
of the board. 

Eagle - Same as the Lancer. 


TURNS 6 AND 7 
RANGED COMBAT PHASE: TURN 8 


Marauder - He takes two more 
CONTROL PHASE: Mark. 


shots at the Eagle and just 
dismantles the enemy mech. 
Oh, so very dead. 


MISSILE PHASE: 


None. 


MOVEMENT PHASE: 


Well, since the end is upon me | 
decide to pull a Kamikaze and charge 
right out in front of the Marauder. 
They only chance | have now is to hurt 
the Marauder and win control next 
turn. 


RANGED COMBAT PHASE: 


Destroid - Shoots twice, hits twice, 
and it all bounces due to the 
Marauder's force screen and 
armor. 


TURN 8 


TURN 9 


CONTROL PHASE: Chris. 
MISSILE PHASE: 


Both the Lancer and Eagle launch a 
Deathwind missile attack that tears 
the Destroid apart. In addition to 
massive damage it also suffers a 
critical hit that causes missiles in a 
pod to explode in the launch bay. 


MOVEMENT PHASE: 


All of Chris' mechs prance around 
doing the happy’ dance after 
obliterating the last of my mechs. 


AFTERMATH 
Chris - The success of the Yuppies 


Well the Volvo was the car of choice 
for the 80’s for a reason. My choice of 
the super heavy allowed me to take 
full advantage of Mark’s mistake on 
turn 1. He took a gamble by leaving 
his tank in the open and hoped that he 
would win the next initiative. Even 
losing it | do not believe he thought 
that | would deathwind attack. This 
was maximized by the fact that he had 
very little or no power left after he 
moved. | realized that if | destroyed 
him | was in a position where | could 
not be attacked next turn. After such 
a spectacular turn | out-pointed Mark 
by a couple hundred points. My 
tactics worked. The Marauder took up 
a firing position that added more dice 
to its already massive armor. The 
Hardpoint stayed close by to be used 
if necessary. The two fast moving 
mechs stayed together, and 
experienced a very close call in the 
form of a close combat attack. Had 
Mark succeeded in destroying the 
Eagle the turn he charged we would 
have both had 3 untouched mechs 
and he would be back in the running. 
With a miss | simply backed up with 
both mechs and had him stare down 
the business end of my weapons. He 
lit up like a Ford hit in the fuel tank. 
Losing a second mech was easily the 
nail in the coffin. Another missile 
attack and a few shots from the 
Marauder and a third mech fell, but 
not before it did some damage to 
Marauder. Still a four on one was a 
forgone conclusion, and my fast 
mechs raced across the board to help 
gang up on the survivor. In hindsight 
the first turn kill was crucial. As | 


stated before, when picking mechs 
choosing some with lots of missiles 
just to execute the deathwind is a 
good idea. Remember that if you wait 
for the perfect opportunity to use it, 
you just missed it. Yes there is 
danger in it (you could be shut down 
for a turn or two), yes it is less 
effective than single firing the missiles 
(lacks the overwhelm effect), but man 
it is devastating when it is pulled off. 
My rule of thumb is if it looks remotely 
good (i.e. he is in the open) take it. 
The fact that one of Mark’s remaining 
three mechs had absolutely no guns 
exasperated the problem of an early 
loss. Anyway, it was a good game. 
The game really lives up to its anime 
style heritage, and | hope to play 
again sometime soon. Perhaps next 
time we will make our own mechs. | 
can see it now...the return of the 
Nissan... 


Mark - A view from my hospital 
room. 


Nurse, may | have my _ chainsaw 
enema now please? Ouch, what a 
beating! | can see that my severe 
drubbing can be attributed to a couple 
of things: luck, dice, and mech 
selection. You can toss out the first 
two right off the bat as either of us 
could have had bad dice and luck can 
go either way or no way at all. Neither 
of those are reasonable excuses. 
Had | won initiative on the turn after 
sticking my tank out there to be seen 
Chris could have been one mech 
down and had a slave with no master 
quite easily. It was a chance, | took it, 
and | have to live and die with it. As 
far as dice go, blaming the loss of a 
game on die rolls may seem 
reasonable, but I'd rather not. 


Everyone has good and bad dice. I've 
seen die rolls swing back and forth 
through the course of a game and 
how you react to these swings matters 
a lot. This, along with my mech 
selection helped do me in. The 
Destroid was probably a bad choice 
as it had no real staying power. 
Having one heavy hand-to-hand mech 
with no combat partner might have 
worked well if | could pick off lone 
mechs, but Chris was smart enough to 
keep his guys in pairs, | was not. 
Congrats to Chris on a well fought 
battle and | hope to play again soon. 
With a different result, of course! 
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Xavierp@home.com 


In the last article, | talked about 
making a dwarf standard bearer 
from a Dark Axe miniature. The 
mini's axe was removed and a 
1/16" inch tube pipe was installed 
in its place and a tassel was 
added. In addition, the unit used 
a 20mm square base instead or 
the default circular base that is 
common to Chronopia models. In 
Part Il we will now add several 
standards, three to be exact. Feel 
free to add as many or as few as 
you like. The good thing about 
this modular standard bearer is 
that you can add standards in 
stages and not have to do a lot of 
re-work to make this miniature 
look totally different. 


Well in part two | will explain 
myself. See, | play two game 
systems Chronopia and 
Warhammer. | have played 
Warhammer off an on for more 
than a decade. During that time, | 
have been pretty faithful to one 
army, and that is the Bretonnian 
army. Yet for years | have had a 
strong affinity towards the 
Dwarven army, and often thought 
of starting up a Dwarf army. 
However | am really a one army 
person so | decided to stick with 
Bretonnia, the land of Honor and 
Chivalry. 


When | was_ introduced to 
Chronopia, | saw the opportunity 
to get a fresh start and build a 
Dwarven army. So of | went on a 
buying spree, trying to collect all 
of the Dwarven units that | could. 
Unfortunately, by the time | had a 
full army Chronopia, in San Diego 
anyway, had completely died. 
This happened even _ before 
Target had any financial issues. 
This left me in an awkward 
situation, | now had a Dwarven 
with nobody to play Chronopia 
with. 


Now | was faced with a problem, 
to me tabletop gaming is all about 
the miniatures. It was Citadel's 
miniature lines that got me started 
with Warhammer and it was 
Target's miniatures that got me 
playing Chronopia. Now | know 
that this sounds really shallow, 
but if it was WAR gaming that | 
was into | would stick strictly with 
video games. In video games, 
nobody whines about cheesy 
armies, if you have LOS or not, or 
argues about some weird rule 
interpretation. In video game if 
you unit dies, its dead. 


| had an army for a game system 
that | no longer played. However, 
| really liked the miniatures. | was 
reluctant to sell my Dwarven army 
for scrap pieces and | knew that | 
would not ever meet someone 
here in San Diego that still played 
Chronopia. 


After some though, | came up with 
what | thought was a great idea, | 
would give my Dwarven army a 
dual role. These armies would be 
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easily converted back and forth 
from Warhammer and Chronopia. 
So from that point on all new 
Dwarven units would use _ the 
20x20mm base, a base that is 
needed for Warhammer gaming. 
Also my standard will be modular 
enough that | could change the 
standards depending on what 
Rune banner | take or what game 
system | am playing. 


That was what lead to the birth of 
the Dark Tusk standard bearer. 


A Bit of Philosophy About 
Creating Standards: 


Many people have opinion on 
what they consider be a truly 
painted miniature. Some people 
feel you can only take credit for 
painting a model only if you 
painted every detail by hand, and 
that using decals’ is also 
considered ‘cheating’. On the 
other side of the camp, some 
people feel that buying painted 
miniatures from eBay or some 
painting service is a perfectly legit 


process for fielding nicely painted 
miniatures on the battle ground. 


| really do not have an opinion on 
this matter. | have more of a 
practice than anything. That 
practice is what ever makes the 
hobby fun. For me converting 
and painting models is more fun 
than playing the game itself, so | 
will never buy — pre-painted 
miniatures. | do not use decals, 
because | do not like any decals 
that exist today. As for standards, 
| have painted my own from 
scratch, photocopied b/w copies 
of images and then added color to 
them, and | have even printed 
them straight from a computer 
image. The latter is a technique | 
used, for the first time, when 
writing this article. The advantage 
here is that one can save a large 
amount of time by modifying an 
existing picture, and have a 
substantially different standard. If 
one chose to paint all of their 
standards they will find 
themselves painting every 
standard each time, even if they 
want a similar look across the 
army. However, going back to my 
standard practice list above, if that 
is what is fun for you, then keep 
on doing it. 


Now lets get back to the article of 
creating a multipurpose standard 
bearer. 


Theme: 
There are there are three themes 


| wanted this unit to represent. 
The first theme was to represent 


the Dark Tusk Clan. For the 
second theme, | wanted a 
traditional Dwarven image. 


Something that represented the 
Dwarves true spirit and 
philosophy. For final theme | 
wanted a standard that would 
represent my interpretation of the 
Dwarven culture. Mind you, | 
have not spent years, days or 
even hours pontificating on what 
the true essence of the Dwarven 
culture is. However, | have read 
enough about Dwarves to know 


That there is something more 
than just greed and grudges. 


The first theme was easy. The 
Dark-Tusk emblem (seen above) 
can be found in almost any 
Chronopia literature, copying the 
icon and printing out a standard 
was done in a mater of minutes. 


The second theme was a bit more 
difficult. | spent hours on the 
Internet looking for a saying that 
would really sounds Dwarven, 
and not too cliché. | finally came 
across a Latin saying 


FORTI ET FIDELI NIHIL 
DIFFICILE 


which translates in English to "To 
the brave and faithful, nothing is 
difficult". | knew instantly this 
would be the phrase | would use. 
This phrase truly summarizes the 
Dwarven philosophy in just a few 
words. | could just picture a 
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towering "Army" standard with this 
line written on it. All Dwarves 
eyes gazing on it for inspiration on 
the battlefield, all enemies’ eyes 
shivering on it, for fear of what 
twisted Dwarven’ thought it 
represented. The next task was 
to find a font that would look 
Dwarven. | finally settled on the 
font "ElectroHarmonic" which 
sound more futuristic than it looks. 
The next step was to look for a 
symbol that represented strength 
and discipline for Dwarven 
culture. So | looked at my 
Dwarven miniatures trying to find 
the most intimidating miniature in 
my collection. As | picked him up 
and stuck him right under my 
nose, for further inspection, | 
noticed he was wielding a mighty 
warhammer, yes that would be it. 
The symbol would be a 
warhammer. | would add 
warhammer on the top of the 
standard (see section parts to see 
how | came up with this wonderful 
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idea) and a painted warhammer in 
the middle of the banner. 


The last task was to find an image 
that would make this unit stand 
out anywhere, and yet look 
Dwarven. However the most 
important goal was to create a 
standard that reflected my 
interpretation of the Dwarven 
culture. The astute reader would 
have noticed that each of the last 
two standards complimented the 
world, which was defined by the 
creators of Chronopia and 
Warhammer. This was my 
chance to make my Dwarven 
army just that, mine. When most 
people talk about the Dwarves 
they only mention their greed, 
grudge-fullness, beer drinking 
ability, their stubbornness, or the 
great fortresses that they build. 
No one really probes in into their 
beliefs or their tradition. | wanted 
this standard to reflect their 
mysticism, profound respect for 
heroes and loyalties to their 
patrons. 


So off | went this time and spent 
many hours on_ the _ Internet 
looking for the right image, then | 
finally found it. The basic image 
was a poster of the Lord of the 
Rings, ironically | had bought this 
same poster several years ago 
and have it tucked away in my 
garage. The image had the 
correct foundation, it was dark 
and serious, and on the left 
border lied images of good and on 
the right border lay images of evil. 
| removed the words lord of the 
rings and replaced them with two 
words "Life" and "Death" using 
the symbol fonts (Greek fonts) 
Life was written on the left side 
and Death on the right side. | also 
removed one of the heroes on the 
bottom left and added another 
dwarf hero. The centerpiece was 
something that | completely came 
up with and will let the reader 
interpret this for himself. 


Parts: 


For the standard | used a 
standard 1/16" of an inch pipe. 


Mantels 


This was also the original size 
that was used for the dwarf 
standard bearer in Part |. For the 
mantels of the standard | looked 
in my bits box for something that 
would complement the theme of 
the standard. The Dark Tusk axe 


22 


was perfect for the Dark-Tusk 
standard. Luckily | do not throw 
away anything as they often prove 
to be useful later on. For the 
second standard | was 
desperately looking for a good 
mantel piece, when by chance | 
happened to knock over a dwarf 
miniature that had a hammer on 
it. | cringed because | knew the 
miniature would break the second 
it hit the ground. | picked up the 
hammer and was reaching for my 
supper-glue when | realized, hey 
this would make a_ perfect 
mantelpiece for my standard. As 
for the dwarf, who lost his 
hammer, he is now touting a new 
battle-axe, which has not broken 
yet. A wise choice indeed! For 
the last standard | went strait to 
my Bretonnian bits box. With all 
the variety of adornments they 
wear on their helms | knew it 
would not be hard to find a perfect 
match for the standard. After 
looking at all of the possibilities, 
my choice came down to a deer 
head versus a dragon's head. For 
some reason, the deer head had 
a strong appeal to me, even 
though it did not look as nice as 
the dragon head. After a few 
minutes of thought | decided to go 
with my gut feeling and use the 
deer head. 


Color Scheme for the standard: 


The body of the standards would 
be red to match the Dark-Tusk 
standard bearer. The mantel 
pieces where painted either gold 
or bronze. 


Assembling the standard: 


After the standard was painted | 
then glued on the standard using 
regular white glue. Note, be sure 
to add a very light amount of glue 
or else the colors of the standard 
will smear. 


Conclusion: 


As | stated in the last article, 
standard bearers are an important 
part of each army unit. Not only 
do they give you bonuses when 
playing games, but they give a 
custom look to each army and 
each unit within the army. Also, 
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they really make your army stand 
out. 


There are so man ways to create 
standards with today's technology 


and today's global market. 
Standards — can easily be 
photocopied, bought, and even 


hand painted. There is no real 
reason why every unit should not 
have a standard. Even a poorly 
photocopied standard looks better 
than the one that does not exist. 
You can start by photocopying 
any of my standards. 


Just remember a unit without a 
standard is like an army without a 
general. 


If you have any samples you 
would like to show me, or have 
any questions/suggestions on 
what miniatures you would like to 
see on the next article please 
send an e-mail to 


WW 


VANBIRE eS 


Xavier 
xaviero@home.com 
and 

Mark 


mark _theurer@netzero.net 


The author grants the reader the 
right to copy and use and 
standards in this article for 
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Battle R eport 


(CCONFRONTATION’ 


Welcome to what is likely to be the 
first of several Confrontation battle 
reports to grace the pages of Fictional 
Reality. 


Until recently, the only way for US 
gamers to get Confrontation figures 
was to either order them from 
overseas [Don't you just love the price 
of airmailing lead from Europe?!?] or 
paying through the nose when some 
figs were auctioned off on eBay or 
Yahoo. Ok, there's a third way, which 
is trading with people who had the 
figures available where they lived in 
Europe. We even did this for a while, 
but you still get hit for the pricey 


shipping. 


Well, now the figs are available here 
in the US through New Wave Mail 
Order and aside from the rules being 
in French, we told you where to get a 
translated version last issue, there's 
no reason not to sit down with some of 
these wonderful figs and tap into 
someone's vein. 


So, | hit up J. Michael Tisdel, who has 
the English translation of the rules on 
his website, and asked if he'd like to 
throw some dice around and play a 
game of Confrontation. | think he 
actually agreed before | was done with 
my question. For all he knew | was 
asking if he wanted to play a game of 
Confrontation for pink slips! Anyway, 
we decided on a 500-point game with 
a requirement that each and every 
miniature that was going to be used 
had to be painted. That might not 
sound like the strictest stipulation in 
the world, but Michael and | rarely 
have loads of time to just sit down and 
paint, so this was some extra 
incentive. No paint - no play! 


I'l be — slapping 
Michael around 
with my 
Barbarians, or 
Barbares as_ they 
are called in 
Confrontation. I've 
found them to be light on the missile 
end of things, but in hand-to-hand 
they are quite a formidable foe, 


especially with the likes of Minotaurs 
and Centaurs bolstering the human 
troops. 


Since there are no ‘army lists’ in 
Confrontation and you put together 
your army from the cards that you 
have, which will correspond to the 
figures that you have purchased, all 
you really need to do is pick the guys 
you want and make sure that you are 
under the agreed-upon point value for 
the game. 


Oh, wait a second. Before we get too 
deep into this let me say one thing. 
Michael and | worked separately on 
translations of the rules, cards, charts, 
etc..., but by no means do we 
consider them perfect so if we do 
something wrong and you catch it 
please let us know. This battle report 
is meant to give people who are 
interested in Confrontation a taste of 
what it's like to play the game. | hope 
we accomplish that and you end up 
liking it as much as we do. 


Ok, back to the business at hand. I'll 
take care of my heavy hitters first. 
These are the guys that | plan on 
winning the game with. My first 
choice was Baal the Conqueror. Baal 
is a centaur warrior and he has the 
option of buying a Vorpal Axe that 
causes kills on any head hits. Uh, 
yeah I'll buy that. Next is a Minotaur. 
In hand-to-hand he has a FORCE of 
14, which is just awesome. Now I'll 
take some mid-level single models. 
Guys that are above the rank and file, 
but could have trouble taking down 
other monster characters on_ their 
own. | took two Barbarian Giants, one 
with a Halberd and the other carrying 
two swords. The Giants are more 
Ogre-sized than Giant-sized, but they 
are both guys that can take care of 
business. My last mid-level guy is 
Cron the Unsubmissive. Cron is a 
human that carries a massive double- 
bladed battle-axe and also has the 
Command skill. Ok, time for the 
grunts. I'll take the following groups of 
troops, each taking a single card; two 
Barbarian Warriors, three Berserkers, 
two Female Barbarians and two more 
Female Barbarians. 
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My army clocks in at 499 points and 
try as | might | don't think that I'll find 
something that will cost me just one 
point. 


I'll try to use me grunts to tie up those 
that Michael brings while my combat 
machines rip into his better troops. 
Unfortunately, with Michael playing 
the Living Dead | have this sinking 
feeling that I'll be outnumbered by lots 
of crap troops that will eventually bring 
me down. Oh, the hell with that, 
Valhalla is calling! 


sh It is time for the 

ta hordes of Acheron 

to come forth from 

their crypts and the 

only thing _ that 

stands between 

them and the 

Verdant Farm are some _ namby- 
pamby barbarian girly-men. 


Mark and | have been playing 
Confrontation since we got out figures 
and a very rough translation of the 
rules. In this battle, his Keltios 
Barbarians versus my Living Dead of 
Acheron, is actually a rematch from a 
previous battle. This 500-point battle 
is a bit larger than most of our games 
and will give me a chance to bring 
many of my Living Dead figures. 


Having no regular army list makes it 
easy to put together an army. For 
other games, | usually have to bring 
the figures down to make sure that | 
have the correct weapon matches, but 
with Confrontation | just use the 
glorious pictures on the unit cards! 


| know that Mark has a few Giants and 
Minotaurs and he will definitely have 
these in his force, so | must have 
something that can stand toe to toe 
with them. It's gotta be the Wolfen 
Zombies. These guys are the best 
fighters that | have in my force, but 
they are also expensive at 65 points 
each. Now, these guys alone cannot 
do too much. | need to have some 
forces to support them. For that | 
have two units of Zombies, one with 
three members and one with just two. 
All Zombies have the Regeneration 


ability which means that they can heal 
wounds at the end of the turn; that 
makes these guys that much harder to 
kill. "All you zombies hide your 
faces..." 


With that, I've spent 225 of my 500 
points and | still don't have a 
Magician. What would a Living Dead 
army be without its Necromancer? 
Just a smelly pile of worm food, of 
course. My choice is Azaél L'Infidéle 
with her Familier du Sépulcre. This 
familiar allows Azaél to memorize an 
additional spell. | give her the spells 
Putréfaction and Invocation de Patins. 
The first causes the victim to rot away 
each turn as their RES is reduced by 
one. When it reaches 0, the figure 
dies. The second spell summons 
Pantin Morbide - animated skeletons, 
so | can "grow" additional troops. That 
comes to a total of 83 points. 
Expensive, but nasty! 


Now, | have my magical support and 
my core force, what | need is some 
ranged attack. For that, | will take 4 
Centaure d'Archeron; skeletal 
centaurs with long bows! That's a total 
of 136 points bringing me to a grand 
total of 444. That leaves just enough 
points for Melmoth, Guerrier Crane. 
He's as tough as the Wolfen Zombies 
and will be my army leader. At 54 
points, he brings my total to 498. 
That's as close as | can get. 


That's my force, now for my battle 
plan. The Wolfen Zombies and 
Melmoth will form the core of my 
attacking force. I'll deploy the Zombies 
d'Achéron as a screen around these 
guys to tie up the barbarians or to try 
and swarm Mark's Big Boys. Azaél will 
be behind this core providing support, 
summoning Pantins Morbide — until 
something nasty gets close. Then 
she'll hit the big guy with Putréfaction 
which will grind him down. The 
Centaure d'Archeron’ will deploy 
outside of my deployment zone and 
will try and flank the Barbarians; to 
reduce them with harassing fire and 
quite possibly divert part of his attack. 


Now, it's time to see what Mark is 
bringing. As my horde shambles off to 
the battlefield, their haunting, 
screechy voices can be _ heard 
chanting "Dead by dawn! Dead by 
dawn!".... 


Now before we begin playing we 
should note that Michael and | are 
using the 1.2 version of the game 
rules that he has been working on and 
even though we've played several 
games and | have somewhat of a 
working base in the French language 
it is entirely possible that we will make 
a minor mistake or two with the rules 
during the course of this game. With 
that said | hope that everyone enjoys 
this excursion into Confrontation. 


Michael's hoard o' dead guys. From left to right we have the two groups of Skeleton 
Centaurs, then Melmoth with a Wolfen Zombie standing behind him, Azael with the 
second Wolfen Zombie behind her, and finally the two groups of Zombies. 


Mark's Barbarian Hoard. From left to right we have a group of Female Barbarians 
(Fiannas), Cron, a Barbarian Giant armed with a halberd, a group of two Barbarian 
Warriors, a Minotaur, a group of three Berserkers, Baal the Conqueror with his Vorpal 
Axe, a Barbarian Giant armed with two swords, and a final group of two Female 
Barbarians. 
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D eployment 


Just like building your army in 
Confrontation is done differently that 
in other games, so is just about 
everything else, including deployment 
of troops. We shuffled all of the troop 
cards together and then drew the top 
card of the deck and began deploying 
troops. When one of your cards 
comes up you can opt to deploy the 
troops or hold the card in your hand 
and deploy it later. You can never 


hold more than one card in your hand 
though. Here's how deployment 
played out, in order that the cards 
were drawn, Living Dead in red and 
Barbarians in 


Zombies, group of three 
Zombies, group of two 


Melmoth (held in hand) 

Skeleton Centaurs, group of two 

Wolfen Zombie #1(held instead of 
Melmoth) Melmoth is deployed 
instead 


Wolfen Zombie #2 


Azael (held instead of Wolfen Zombie 
#1) Wolfen Zombie #1 is deployed 
instead 

Skeleton Centaurs, group of two 

(deployed from hand) 

Azael (deployed from hand) 


The POV from Michael's side of the table. 
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Turnl 


Before this report gets deep into the 
combat of the game I'll let you all 
know that Michael and | used the 
plethora of d6's that we have for uses 
other than just rolling to hit, damage 
results, etc... See that big blue dé6 in 
the middle of the board? That was 
used as a turn marker and soon you'll 
see lots of little white d6's next to 
models in the game. Well, in 
Confrontation your models go through 
several stages of wounds before 
dying. The game comes with a card 
of nothing but wound markers, each of 
a different color and with a different 
picture. They are nice and all, but 
kind of a pain to use when you are 
actually playing the game. Since 
there are four stages of wounds we 
used the 1-4 on the d6 to represent 
these stages. Yeah, we could have 
used d4's, but | don't know anyone 
that has that many on hand and these 
worked just fine. 


Also, when we drew cards for 
movement each turn we only listed 
those that either moved or were held. 
Those stuck in combat that did not 
want to try to disengage were not 
listed in the draw order. 


MOVEMENT 
Cron - moves up towards the 
farmhouse. 


Baal - crosses over the river. 

Skeleton Centaurs, group of two 
(held). 

Melmoth (held instead of the Skeleton 
Centaurs) the Skeleton Centaurs 
moved up behind the woods 
towards the Berserkers. 

Barbarian Giant with Swords (held). 

Barbarian Giant with Halberd - 
moves up towards the river. 

Wolfen Zombie - advances towards 
the farmhouse. 

Berserkers - moved up towards the 
opening between the farmhouse 
and the woods. One moved 
towards the river to cross over. 

Zombies, group of two - moved up 
between the Berserkers and the 
Wolfen Zombie. 

Zombies, group of three - they came 
up and around the farmhouse. 

Female Barbarians, group of two - 
they backtracked towards the 
Skeleton Centaurs down by the 
river. 

Azael (held instead of Melmoth that 
Michael had _ been _ holding) 
Melmoth moves forwards up by 
the group of two Zombies. 


Female Barbarians, group of two - 
they went up and around the 
house in a flanking maneuver. 

Minotaur - he charges one of the 
Skeleton Centaurs! 

Wolfen Zombie - moves up towards 
the melee going on by the 
farmhouse. 

Skeleton Centaurs (held instead of 
Azael) she moves down the hill. 

Barbarian Warriors - they move up to 
the river. 

Skeleton Centaurs, group of two - 
they move into the river at the 
bottom of the board. 

The Giant with the Swords that was 
held since early in the movement 
phase goes now and he moves 
up the side of the farmhouse. 


SHOOTING / MAGIC 


Azael - she manages to raise one 
Morbid Puppet that emerges 
from the ground in the area of the 
fight between the Minotaur and 
Skeleton Centaur. 

Skeleton Centaur, group of two but 
one of them is in HTH with the 
Minotaur so he's not doing any 
shooting - He sends a shot into 
the Giant with Swords and hits 
him for a STUNNED result. 


Quick 'n Dirty shooting damage 

lesson.... 
Once we determined that the 
Skeleton Centaur hit his target, the 
Barbarian Giant, we need to work 
out damage. You roll 2d6 and add 
the FORCE of the weapon. In this 
case Michael rolled a 3, plus 3 for 
the weapon results in 6. Then we 
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Movement for turn 1. 


subtract the RESISTANCE of the 
target, 6, to get a final damage 
score of zero. See, not too hard. 
Requires a brain, but it's certainly 
not brain surgery. 


The other Skeleton Centaurs take 
aim at the Female Barbarians 
that are coming their way. One 
misses and the other scores a hit 
to the body for a SERIOUS 
wound. 


HAND TO HAND 
Minotaur vs. Skeleton Centaur 


The Minotaur wins the INITIATIVE test 
and decides to FRENZY, putting all of 
his dice into attacking. The Skeleton 
Centaur gets a real bad feeling and 
figures that he might as well put all of 
his dice into attacking also just in case 
the Minotaur slips on a banana peel or 
something. With a body blow that 
shakes the earth the Minotaur shatters 
the Skeleton Centaur into billions and 
billions of little bone chips. He then 
takes a follow-up move towards the 
rest of the baddies. 


One ass whipping coming up! 


Turn 2 


MOVEMENT 


Female Barbarians, group of two - 
one charged Melmoth and the 
other charged the Skeleton 
Centaur that the Minotaur did not 
butcher. 

Baal - he charges into one of the 
Wolfen Zombies. Don't you love 
guys with 40cm charge range! 

Wolfen Zombie, the un-engaged one 
- he charges Baal. Oh, crap. 


Zombies, group of two -_ both 
Zombies charge’ into the 
Berserkers. 


Skeleton Centaurs, group of two - 
they move further across the 
river. 

Azael (held). 

Zombies, group of three - move up 
and around the farmhouse. 

Skeleton Centaur, the lonesome one 
- he tries to disengage from 
combat with the Female 
Barbarian and is successful. 

Melmoth - he also tries to disengage 
(no doubt he's too scared to hit 
such a pretty girl) and he does so 
and then charges Baal. Did | say 
"Oh, crap." already? 

Morbid Puppet - charges the Female 
Barbarian, what a stud! 

Giant with Halberd - moves up to the 
river. 

Barbarian Warriors - they also move 
up to the river. 

Berserkers - the two that were 
charged by the Zombies break 
away and hit the ones that just 
came around the house. The 
one on the other side of the river 
moves up. 

Female Barbarians, group of two - 
they move up _ towards the 
woods. 

Cron - charges in against two 
Zombies. He's a manly man! 
Giant with Swords - charges in 
against one of the Wolfen 

Zombies. 

Minotaur - he also charges one of the 
Wolfen Zombies. 

Azael - from Michael's hand she 
charges into the mess o' melee. 


SHOOTING 


The group of two Skeleton Centaurs 
fire off a couple of shots at the 
departing Female Barbarians and 
miss. The lone Centaur takes a shot 
at one of the Female Barbarians close 
by him (it?) and scores a SERIOUS 


body hit. Wait until the NOW sees all 
of this violence against women! 


HAND TO HAND 
The combats broke down like this: 
Berserkers vs. Zombies 


The Berserkers win the INITIATIVE 
test and FRENZY, duh! Result is one 
dead Zombie from a head-shot and a 
follow-up move to kill another Zombie. 
The remaining Zombie with a 
SERIOUS wound after multiple hits 
and a LIGHT wound to the leg of one 
of the Berserkers. 


Morbid Puppet vs. Female 
Barbarian 


The Morbid Puppet takes the worst of 
it and ends up with a SERIOUS 
wound after a couple of hits. 


Cron vs. Zombies 


Cron goes all out and puts everything 
into attacks and it does him absolutely 
no good, unless he's playing Yatzee 
and going for 1's. Unfortunately, he's 
not and gets ripped a new one by the 
Zombies. Not such a manly man any 
more. 


Azael vs. Giant with Swords 


The two trade blows and each ends 
up with a leg wound. Azael with a 
LIGHT one and the Giant with a 
SERIOUS one. 


Minotaur vs. Wolfen Zombie 
This combat comes off simultaneously 


and each one scores a hit and each 
one avoids the hit. Duck and cover! 


Baal vs. Wolfen Zombie and 
Melmoth 


Baal hits the Wolfen Zombie once, but 
it saves. The Wolfen Zombie misses 
Baal twice. 


Ok, a lot more fighting going on. As 
much as I'd have like to get lucky and 
pull a head-shot with Baal against the 
Wolfen Zombie and win the game, it 
would have been a bit anti-climactic if 
that had happened on the second turn 
of the game. 


| was very surprised that Cron went 
down so quickly, and with having 
accomplished nothing. It's not like he 
can't take care of himself, but rolling 
all 1's and having no defense dice 
really did seal his fate. 


Cron - RIP 


The Berserkers tear into the Zombies. 
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Turn 3 


MOVEMENT 


Female Barbarians - well, after one 
disengages from HTH with the 
Morbid Puppet they try to charge 
Melmoth, but they blow their 
FEAR test and run away. Sissy 
girls! 

Barbarian Warriors - truckin' on over 
to the river. 

Giant with Halberd - goes splashing 
into the river...wheeee! 

Berserkers - one charges Azael, one 
is fighting a Zombie and the third 
is moving out of the river. 

Morbid Puppet - charges Baal. 

Skeleton Centaur, one - falls back 
away from the fighting. 

Baal - disengages from combat and 
charges the other Wolfen 
Zombie. 

Skeleton Centaurs, group of two - 
they move up the riverbank. 
Wolfen Zombie - Considering that 
Baal just left him to pound on his 

brother he charges Baal. 

Zombies, group of two - both charge 
the Minotaur. 

Female Barbarians - they move up 
by the forest, close to the action. 


SHOOTING 


The single Skeleton Centaur fumbles 
as he tries to light up a Female 
Barbarian. 

Skeleton Centaurs, group of two - 
both fire at, and miss, the 
Berserkers. 


HAND TO HAND 
This turn saw the following fights: 
Berserker vs. Zombie 


A head-shot with decent damage kills 
the Berserker. 


Giant with Swords and Berserker 
vs. Azael 


Both attackers frenzy, dumping 6 dice 
into attack and they kill Azael. The 
Giant takes a follow-up move into the 
combat between the Minotaur vs. the 
Zombies and the Wolfen Zombie. 


Baal vs. Wolfen Zombie 
Baal hits several times and leaves the 


Wolfen Zombie with a SEVERE 
wound. Come on and die already! 


Minotaur vs. Wolfen Zombie 


If the Giant with the Swords had not 
gotten a follow-up move after killing 
Azael this would have been all three 
bad-uns against the Minotaur. As it 
turns out the Minotaur takes a LIGHT 
wound to the leg and cannot manage 
to hit the Wolfen Zombie. 


Giant with Swords vs. Zombies 


The Giant chooses to FRENZY and 
promptly misses with all of his attacks. 
The Zombies strike back and bump 
the Giants wound up to CRITICAL 
status. 


Things are really moving now. There 
are not too many people outside of the 
main area of combat by the 
farmhouse. 


Except for summoning a single Morbid 
Puppet I'd have to say that Azael 
ended up being pretty worthless, but 
then again she was jumped by two 
guys that both frenzied. 


As if the Wolfen Zombies are not hard 
enough to kill, and let me assure you 
they are, they have the 
REGENERATION skill, which just 
makes my life so much more difficult. 
Especially when the whole game rides 
on me beina able to kill one of them. 
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Turn 4 


MOVEMENT 


Female Barbarians - after regaining 
their courage one tries to charge 
Melmoth (again) and succeeds 
while the other gets all scared 
(again) and runs away (again!). 

Morbid Puppet - charges Baal (just 
begging for death!). 

Skeleton Centaur, one - stands still. 

Skeleton Centaurs, group of two - 
they continue to move up the 
river bank. 

Female Barbarians - move up around 
the woods by the farmhouse. 
Barbarian Warriors - they put on 
their water-wings and head into 

the river. 

Giant with Halberd - gets through the 
river and heads over towards the 
house. 

Berserkers - The one that was 
fighting Azael charges into 
Melmoth and the one coming out 
of the river meets a Zombie in 
HTH. 

Wolfen Zombie - tries to withdraw 
from combat with Baal and fails 
(oh, how does it feel). 


SHOOTING 

Skeleton Centaur, one - takes a shot 
at a Female Barbarian and 
misses. 

Skeleton Centaurs, group of two - 
both shoot at a single Barbarian 
Warrior. One hits and causes a 
CRITICAL wound. 

HAND TO HAND 


Berserker and Female Barbarian vs. 
Melmoth 


Both of the barbarians FRENZY and 
rip Melmoth a new one. All sorts of 
dead! 

Giant with swords vs. 2 Zombies 


The Zombies overwhelm the giant and 
bring him down. 


Baal vs. Morbid Puppet and Wolfen 
Zombie 


Everyone's kung-fu fightin’, but not 
much connecting. 


Minotaur vs. Wolfen Zombie 


Another stalemate! Argh, just die you 
rotting piece of worm food. 


Berserker vs. Zombie 


Whiff... Whiff, saaaawing batter! 
Whole lot of nothing going on here. 


Turn 5 


MOVEMENT 
Zombies, charge the Minotaur 


Female Barbarians, they miss their 
FEAR test and head back to milk 
some cows. 


Female Barbarians, 1 passes a 
COMMAND test and returns to the 
fray while the other blows her test and 
runs away. 


Skeleton Centaurs, being quite the 
opportunist he charges the Female 
Barbarian that is running away. 


Giant with Halberd, He moves up by 
the house. 


Berserkers, One is fighting a Zombie 
and the other moves up towards 
something to fight. 


Skeleton Centaurs, They continue to 
move across the river back towards 
the action. 


Wolfen Zombie, He disengages from 
the fight with Baal and charges the 
Minotaur. 


Baal, He also backs off and charges 
back in with a Wolfen Zombie. 


SHOOTING 


Skeleton Centaurs, The ones moving 
across the river take shots at a 
Barbarian Warrior and kill him. 


HAND TO HAND 


Minotaur vs. Wolfen Zombie and 2 
Zombies 


The Minotaur manages to kill the 
Wolfen Zombie (and end the game, 
but we decided to finish the combat..) 
and the Minotaur is taken down by the 
Zombies. 


With that combat done my objective 
was met and the game ended. 


If | had not taken out the Wolfen 
Zombie and ended the game here are 
the other fights that would have taken 
place on turn 5. 


Skeleton Centaur vs. Fianna 


Since she was under the effects of 
FEAR | think that the Centaur could 
have taken her out. 


Berserker vs. Zombie 


Not a critical fight, but if | won Initiative 
the Zombie would have probably been 
sent back to whatever hell he came 
from. 


Baal vs. Wolfen Zombie 


This fight would have been the pay-off 
if the Minotaur had not taken care of 
business. | would put my money on 
Baal to drop the Wolfen Zombie. 


Aftermath: Michael 


Well, that could have gone better. When determined the 
objective was to kill my most expensive character, | figured 
things were going to be rough. With both Wolfen Zombies 
costing the same (65 points), killing either would give Mark the 
game. The problem there is that they were also the backbone 
of my army! If | held 'em back, then the rest of my force would 
be whittled down rather quickly. | had to commit them. 


| deployed on a corner of the board and forced Mark to come 
at me. The river helped slow a good portion of his force down 
and kept them out of the game. The rest of the terrain 
channeled his forces into a few avenues. | tried to plug those 
holes with my smaller troops to slow Mark further. However, 
once he got his guys in charge range, he was able to easily 
move around my forces. 


In the end, some troops paid for themselves and some didn't. 
Azaél really wasn't worth her points; she was only able to 
summon a single Pantin Morbide before having to rest for 
three turns and then die. One spell wasn't worth her cost. 
Melmoth was also a disappointment; his command ability didn't 
help at all and he wound up being only a shadow of the Wolfen 
Zombies. The Zombies d'Achéron did as well as | expected; 
they survived most fights and regenerated about a third of the 
time. The Wolfen Zombies did very well (until one died and 
cost me the game) standing toe to toe with Mark's meanest 
models. 


Well, if | had it to do over again, | would have purchased more 
Zombies instead of Melmoth -- of course a third Wolfen 
too). 


Zombie would have been nice 


very 
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Then | would have deployed the majority of my force further 
back, with the Centaure d'Archeron as my forward most units. 


All in all, a fun game -- there was only one turn left, and | was 
whittling down Mark's forces. It came down to one melee, 
which is about as close as any battle can be. Next time my 
daisy-pushers will be triumphant! 


Aftermath: Mark 


"And if you come back around here they'll kick your ass again!" 
Heard being yelled by a small farm boy as the undead 
shamble into the night after being beaten back. 


Overall | am pleased with how things turned out. | felt that | 
really hurt myself during deployment when | placed guys on 
the other side of the river. Since | had to come to Michael and 
not the other way around he could easily nullify those troops 
for several turns as they would have to cross the river. 


| was disappointed in Crom, but that was really my fault for 
sending him in against too many foes. There were several 
headshots in the game, but Baal could not manage to even 
nick someone's ear! 


When fighting the Living Dead you have to be very careful 
about them causing Fear. Had | blown more Fear tests things 
could have been much different. 


At the beginning of this report | said that we were using version 
1.2 of the translated rules. Michael is now on version 1.7 and 
we found out that we did a few things wrong, but nothing that 
we weren't both ok with. You can look forward to another 
Confrontation battle report next issue! 


Mark 


Terraforming in Miniature 


The Sea W all 


Here we are again with another terrain article. As 
we pondered what to do for this issue we kept trying to 
come up with ideas that were bigger and better than 
last time. We had successfully made two sets of 
trenches, and decided to go bigger and better. Once 
again drawing on World War Two for inspiration we 
decided on a recreation of Rommel’s famous Atlantic 
Seawall. We envisioned an Omaha beach landing 
where the attacker would have to overcome 
unimaginable odds to win. With that in mind, we 
pondered how to construct such a monstrosity (the wall 
and bunker measures seven to eight inches from 
ground level). A group of friends had pooled their 
resources and bought a large quantity of Bruce Hirst 
castle molds. These bricks (although meant for fantasy 
castles) resemble cinderblocks when glued together 
and would serve fine as the basis for the sea wall and 
bunkers. 

Before getting to the planning steps of our board we 
feel compelled to explain what we mean by these 
molds. Bruce Hirst, some guy in Missouri that has WAY 
more artistic talent than we do, has sculpted up small 
bricks (1”x .5”x .5” is the base size). He then took these 
bricks and made molds of them. Using plaster of paris, 
hydrocal, or resin, one can cast an unlimited supply of 
bricks. He has sculpted numerous styles of floor tiles, 
cobblestone, and sooo much more stuff. Visit his 
website www.hirstarts.com to see the complete list of 
his molds. The average price of a mold will run around 
thirty-five dollars. These molds are, in our opinion, one 
of the best ways of creating buildings. You can use the 
plans that he supplies you, or even better, you can 
design and create your own buildings. 

There are a few points to consider before jumping on 
the bandwagon and running over to the website and 
ordering up a batch of molds. First is the enormous 
amount of time that this will take you. Our bunkers 
consumed about 300 regular bricks. If one only owned 
the Dragon’s Inn mold you would be “running the mold” 
around 43 times. Ouch!! That’s a lot of filling and 
scraping. To solve this problem we encourage you to 
buy more than one mold. Our gaming and modeling 
group pooled our resources and bought 20 molds. We 
spent over $450 as a collective. Singly, none of us 
(some of you maybe, but not us) have the spare cash 
floating around for such an endeavor. We simply pass 
them around from person to person as they are needed. 
This allows us to run molds in quantity. Even with our 
large selection of molds, and two of us running molds in 
an assembly line fashion, it still took the two of us six 
full evening to run enough bricks for this one project. 
We recommend buying at least two molds in an initial 
purchase. 
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Another factor that no one in our group considered is 
the sheer mess this makes. To run the molds you must 
scrape the excess plaster off the mold, plaster 
overflows when you are filling the molds, and white stuff 
ends up everywhere. The clean up is generally so 
much of a hassle that we leave the molds out until we 
are finished casting enough _ bricks. This is 
compounded by the fact that it takes so long to run so 
many bricks. Needless to say, those of you with 
spouses better have an understanding wife or a craft- 
room because using the kitchen table will take it up for 
a long time. When we first started using the molds we 
merely covered our workspace with newspaper and ran 
the molds on mat board. The paper got wet from the 
plaster. It wasn’t pretty at all. We started putting down 
trash bags under the paper and that helped the clean 
up a lot. 

Something else we failed to consider is that when 
using these molds is humidity. We live here in Texas 
and the humidity affects the time it takes the bricks and 
the glue to dry. One of my friends had bricks that took 
four days to dry in his garage. It wasn’t raining or 
anything obscene like that, it simply took that long for 
the bricks to dry. We have never seen a brick that can 
be glued on the same day it was cast without help. This 
help came in the form of the all so famous, Dehydrator. 
Dehydrators...they’re not just for beef jerky and apple 
chips any more. With this marvelous jerky machine one 
can have bricks ready to glue a mere hours after being 
cast. This greatly speeds up the progress as you can 
cast those few bricks you forgot about in the morning 
and use them that evening. Without this it may take a 
day or two, and this might hold up your entire project. 

Once over the initial purchase the supplies needed 
to use these bricks are pretty cheap. An eight pound 
tub of DAP plaster of paris is a mere $7.00. After 
making three or four buildings you have matched the 
going price for a resin building. More than that and you 
have a deal. We do warn about trying to cut too many 
corners. A friend of mine buys the cheapest plaster 
possible, 20 lb. bags of the stuff, and it gets gritty when 
it is painted. Spraying the building with polyurethane 
before painting helps with this. We commonly do not 
even use brushes to paint the buildings. We spray 
paint them starting with the polyurethane and then the 
darkest color. When that is dry we angle the spray can 
and spray on a lighter color. The spray paint only picks 
up the raised portions on the bricks leaving shadows in 
the recessed areas. Although not as exact or 
professional looking as brushed on paint, it is much 
quicker and easier. 


When planning your plaster masterpieces please 
take a few things into consideration. Plan out your 
project...be specific and by all means try and match 
your existing terrain (in our case the trench-boards). 
Now the base for this project is not much different 
from the trench board (see Fictional Reality #1). The 
base is hard board with two 2’ x 4’ sheets of extruded 
polystyrene insulation boards (a.k.a pink stuff...was 
aka blue stuff and we liked blue stuff, but Dow 
Corning decided to go with pink. Hella gay if you ask 
me, but hey they didn’t; so, now we'll call it pink stuff) 
glued on top of that. This is easier than making the 
trenches as there is no cutting. Well, we knew how 
we wanted our base, but the hard part was how to 
adequately model our vision of a sea wall. We had 
the idea of a canyon board a few months back and 
decided to go to that planning session to see how to 
make a raised surface on the board. The solution 
was pretty elementary...make a hill out of pink stuff. 
A hill wasn’t good enough though we wanted a walled 
well-defended hill. At first we thought of two 
semicircular perimeter cliffs with a ramp in the middle. 
A Semi-circular hill was just too logistically hard to 
implement. A straight perimeter hill was too boring. 
The compromise was a dragon’s tooth design with 
two teeth on either side of the ramp. HirstArts makes 
a wall section mold making the dragon’s tooth idea 
easy to implement. Then we decided we wanted 
bunkers on the hill to house a legion of defenders and 
provide them with superior cover against the 
attackers. With our vision conceived we just had to 
plan it out more fully. We determined how wide we 
wanted the ramp, how far up on the board to have the 
hill, and how deep to have the bunkers. Our original 
idea called for four separate bunkers...but four 
bunkers would be too hard to transport (from 
experience we know that large individual pieces travel 
better and are found missing a lot less than their small 
multi-part brethren). So we came up with the idea of 
two multi-roomed bunkers that would butt up against 
the cliff wall. We figured that the bunkers should take 
up the most time. 

We had already mastered the intricacies of pink 
stuff and hard board, these plaster buildings were a 
new monster entirely...sure we made a_ few 
huts...attempted a ruin or three...but this was truly a 
task worthy of a Terraforming in Miniature article. 
Chris decided he wanted enough room behind the 
bunkers to run tanks behind them. (Something about 
his invincible armored company...yadda, yadda, 
yadda) So we decided not to make the bunkers butt 
against the back end of the board. We sketched out 
our floor plans on a piece of notebook paper. We 
designed the bunkers for the roof to come off. One of 
the things we did not consider was the sheer size of 
the roofs. They easily measure a good 20 inches 
long. This led to the roofs originally being very fragile, 
but this was a problem we solved later. Once we had 
our plans drawn up we counted how many bricks it 
would take to create this monster. _At first count we 


would need 344 bricks, give or take a few. We got 
this number by measuring the perimeter of the wall in 
inches. (That's the outside length for any math- 
impaired people out there) Upon reaching that 
number we measure how high it would be in inches. 
We multiplied the height by two (the blocks are a half 
inch wide) to get how many bricks high it would be. 
Then we took how many bricks high and multiplied it 
by how many bricks long and presto...344 bricks. 
Ouch! That was a lot. It is important to note here that 
this number is only for the bunker, and not for the cliff 
itself. For the cliff we used the full wall section molds 
(Mold #200). These molds create a wall section four 
bricks long and seven bricks tall with only one run. 
These walls are half as thick, but since they will be 
glued to the cliff no one should notice. This allowed 
us to only run our two wall section molds a total of six 
times. To see other uses of this mold visit 
www.hirstarts.com and click on the tips and tricks 1 
link. 

To double-check our sketch and numbers we 
placed bricks in the shape of the bunkers to see how 
they would all line up. Some of the angles were 
awkward, so we decided that we would have to sand 
down the front wall bricks to make a smooth 
placement. This would not be a problem as plaster of 
paris is easy to cut with an exacto knife. We would 
just trim pieces to fit. 


So, with this brief planning, our sketch, and quite a bit of 
enthusiasm we cleared our schedule for several 
evenings and went to work. This part took much longer 
than most people would realize. With the two of us 
working together we could run all of our molds in about 
fifteen to twenty minutes. This time includes mixing, 
pouring, scraping, and popping the pieces out of the 
molds. When we first started we split the molds in half 
and each ran our few molds as fast as possible. We 
found that it took the same amount of time if we both 
worked together and we got a better quality of brick in 
the process. When running the molds one person’s job 
would be to pour the plaster. The other person did 
everything else until popping the pieces out. An 
example would be: while Gabe was pouring the plaster | 
would tap the molds to get out air bubbles. The sooner 
you start tapping the molds the more air bubbles come 
out. Air bubbles are bad, evil, and should be avoided at 
all costs. They will cause pits and divots in your bricks 
and other pieces. | would also go back and scrape the 
molds so as not to slow down the pouring. If you try to 
run large quantities of molds at a time you will lose 
more plaster to waste if you are not careful. Early on, a 
full third of the plaster would harden in the cup and be 
unusable. Eventually, you will figure out the right 
mixture of plaster to water that will allow you enough 
time. Do not be discouraged at first, it will get easier 
with practice. As we mentioned earlier as soon as we 
popped out the bricks they would head right to the 
dehydrator. After an evening or two of this we realized 
we had a small problem. (Il am sure this happens to 
everyone, we seem to learn the most right when you 
least want to.) We had to come up with a pseudo- 
efficient way of storing these bricks. Off to Wal-Mart we 
ran (11 o'clock at night...man that place is handy.) to 
pick up one of those bolt/nail storage bins with drawers. 
We then sorted pieces as we took them out of the 
dehydrator. A few evenings of this and we thought we 
had enough bricks. We began constructing the walls 
and ground floor of one of the bunkers. We would use 
this to make our templates for the sea wall. Upon 
finishing the floor and walls we ran into another more 
serious problem, floor tiles. We had not counted nor 
considered the floor tile issue. Even with all of our 
molds the best mold only has three or four square 
inches of molds. Panic set in, we would have to run the 
molds another 30 or so times. This was unacceptable 
as our deadline was slowly creeping up on us. (Yes we 
admit it; these articles give us a reason to make new 
terrain) Bruce Hirst’s genius once again came into play. 
The window sections are the same thickness of floor 
tiles. The full wall sections that we were planning to 
use on the cliff were also the same thickness. Using 
these we only had to spend two or three evenings 
running wall sections/window sections/floor tiles. After 
running these we continued. 

We tried to make the first floor tiles look as random 
as possible. We laid out 3 rows of nine square inch 
floor tiles. Please note that two half tiles make a full 
square inch tile. So these measurements we quote 
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may be made up of an assortment of tiles of all sizes. 
Do not confine yourself to simply uniform patterns. 
Keeping the next rows centered we added a 7, 5, and 3 
inch row respectively. At each end of the smaller rows 
we would place a triangular tile to smooth out the 
octagonal look to the front of the bunkers. Bruce has a 
mold that makes these triangle tiles, but we ended up 
cutting some in half to save time. This also allowed us 
to cut the decorative tiles in half helping to add to the 
randomness of the floor pattern. After laying out these 
pieces it was time for the gluing. Borrowing from a 
friend’s advice, we glue directly onto a piece of 
newspaper. Make sure to have glue on the sides of the 
tiles that will be touching other tiles. When the glue 
dries you can tear of the excess newspaper. Upon 
completing one half of the bunker floor, we laid the first 
row of bricks down for the interior wall. We could add 
the outside walls when we were done with the floor, but 
the inside one was easiest to do in the middle of doing 
the floor. After finishing the other side of the floor we 
started on the back wall. This is where the two doors 


and the built in ladders would go. 


We discussed at great length what size to make the 
door. Nothing is more annoying than playing a game 
and you opponent trying to say you people cannot go in 
a building because their bases do not fit through the 
door. We decided on a two-inch door so even my 
ogryns could lumber in. Upon deciding this we laid the 
first row of the side walls and the back walls. 


It is easiest to do the awkward cuts and fits last so we 
built almost the entire bunker before going back and 
putting the front walls on. Warning!! At this point we 
had a nineteen and a half-inch long piece of plaster of 
paris that was only a half-inch thick at its widest point. 
It will break! 


With the first row dry we continued building the back 
and side walls until they we up to their predetermined 
maximum height (four rows or two inches tall). We 
could now line bricks up in the front parts to make a 
template on a piece of poster board. 


We then ventured out into the garage to cut up the two 
full sheets of foam we had bought. We cut two 2’x4’ 
sections. This would be ground level so that all of our 
craters and trenches would match up. We then cut 6 
strips measuring 1”x4” to make the cliff. We then glued 
the 6 strips together using liquid nails, and let it sit 
overnight with encyclopedias stacked on top. 


Using the template we made we traced out the outline 
of the cliff. We started using a wonder cutter to cut the 
cliff, but found the cliff was too thick, so | used a coping 
saw. Once the front of the cliff was cut we went to work 
on the ramp in the middle of the cliff. We were aiming 
at an angle that would not have miniatures falling every 
which way. This took a bit longer than expected as we 
trimmed a little off at a time until we had an angle we 
could use. We then glued the cliff to the board section 
and went back to work on the bunkers. 


We returned to the bunkers to solve the problem of the 
front bunker walls. These are the walls that the soldiers 
will stand behind. We did not like tiny gun ports. We 
wanted to squish ANY limited line of sight or “who could 
shoot” problems before they even occurred. We knew 
the front 3-inch section would be a standard length and 
would be easy to make, but the angled sections 
measured about four and a quarter inches long. This 
would mean shaving or cutting bricks down to fit, 
definitely not a very appealing idea. 


: SSS i { er en eS 
We discovered that we could use the half column 
decorative pieces on the corners of the walls. Using 
these half column pieces would add the little bit of extra 
length that we needed on the front walls, as well as 
providing a hinged look that would remove the need for 
angled cutting. This sped up the construction of the 
wall section tenfold. With the completion of the bottom 
part of the bunker we were left with making the roof and 
making a duplicate copy. 


constructed bunker. You can use the floor tiles for the 
roof. We had planned on people being able to stand on 
the roof in relative cover raining death on those below. 
The ceiling would have the same dimensions as the 
floor, and as such you can follow the same steps that 
we used to make the floor. The only minor change is 
that our ceilings walls are only two rows tall (one inch). 
Being so large and so thin it was very fragile, and 
moving our creation around involved no large amount of 
nervousness. We also saw a problem in the height of 
the ceiling. Many of our figures have dynamic poses 
and would not stand up because the ceiling was too 
low. Ever the adaptable duo, we simply made it a little 
taller by adding a row of bricks beneath the ceiling. 
This serves a dual purpose by raising the roof up a half- 
inch and adding more support to the roof. People may 
wonder why we did not simply add more bricks to the 
bunker. The answer lies in the doorways. The part of 
the bunker that comes off forms the top of the 
doorways. If we added another row to the bottom the 
doorways would either be too tall of the top portion 
would be too thin to be durable. We then took the wall 
sections and the bunkers outside for their coat of 
polyurethane spray (in laymen’s terms: spray sealer). 


The roof and floor sections 


When that was dry we spray-painted them black. Be 
very careful of the spray paint as it well cause the glue 
to soften. We had to spray the wall sections for the cliff 
before gluing them because spray paint melts 
Styrofoam. When this was complete we glued the wall 
sections onto the cliff. The next step was to plaster the 
board with texture paint and then base coat it in our red- 
brown color. See last month’s issue for details. We 
dry-brushed the ground beige, and had the GW color 
shadow gray matched at Home Depot to dry-brush the 
bunker and walls. Flocking quickly followed and bam!! 
We were finished. 


The completed project 


mies - 
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Storming the walls #2 

These bricks and molds can be used for a multitude 
of projects. Not all of our stuff is as ambitious as this 
sea wall. Check out www.castlemolds.com and see for 
yourself what these molds are like. While they are time 
consuming, messy, and sometimes frustrating, we have 
found working with these molds has added quite a bit of 
enjoyment to our wargaming hobby. 


After drybrushing and flocking 
Christopher & Gabe 
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VOID 


FICTION 


"When all else fails..." 


The briefing room was filled wall to wall with the commanding 
officers of the VASA platoon on Goliath-7. The air was filled 
with the commotion that only a hundred hushed mumbles 
could make. At the head of the room the esteemed 
Commander Wolfe slid his chair back from the aluminum desk 
and stood up, cleared his throat, and the room fell silent 
immediately. All eyes were on him. 

“Gentlemen and ladies, please...we have too much 
to go over before dawn to waste what time we have. From 
what we know now, and from what the scouts have brought 
back from the western ridge, the koralon have definitely landed 
on G-7. Three of our six scout units have yet to report back 
from initial reconnaissance, and those who did return have 
sighted at least a full company of the slugs. Quite a force to 
be reckoned with I’m afraid’, he spoke clearly and with 
confidence as he paced in front of the crowd. “I’m also sad to 
say that they have ID’d three definite hydras in the force.” The 
crowd shuffled in their seats, and more than a few gasps 
escaped them. The Commander continued, “Our engineering 
bays have estimated repair time on our Tigers to as long as 18 
hours. Without their anti-armor capabilities, the Hydras will be 
a very difficult obstacle. That is...if it weren’t for the Spartan’. 
The crowd remained hushed as the lights dimmed and the 
holo-projector chimed into three-dimensional life. 

A live-feed style holograph of a starship floated 
above the glowing projector, seemingly speeding through 
space. With the unmistakable scything bridge and _ its 
sweeping hull, the craft was of syntha design. The holofield 
flickered briefly and Wolfe pressed his fingertip into the image 
near the ship, causing it to spin and pan out until the ship and 
Goliath-7 were both on the ‘screen’. 

“The Spartan was the closest vessel that we could 
contact that was in engagement range when we discovered 
the koralon”, added the Commander. “It carries a full battalion 
of Delta-class androsynths, and enough plasma-class 
weaponry to compensate for our lack of armored support. 
Their ship will be in the drop zone in less than six hours. | 
have arranged for their ship commander to meet with us for 
the final debriefing once they have landed. | would ask you 
now to keep any ill feelings for the syntha to yourselves, men. 
It is only by the luck of the draw that they were close enough to 
call upon. | also would like to remind you that they are here to 
aid us in fighting off the koralon, and any aggression toward 
the syntha will result immediately in a field trial for treason 
against VASA itself. Consider this your only warning’. 
Commander Wolfe deactivated the projector and the lights 
brightened slowly. “You know | have no love for the synths”, 
he rubbed the plasma scar on his left forearm subconsciously 
as he spoke “, so you know | hate having them here just as 
much as you. But...my enemy's enemy is my ally. Final 
briefing one hour after they touch down. Dismissed”. 

The room shuffled about until it was _ only 
Commander Wolfe and his two chief agents, Legionnaire 
Arlington and Legionnaire Russell. When the heavy plastic 
doors slid shut on the conference room, Russell spoke softly to 
the Commander. 


38 


by Bryan Steel 
the_peach21@hotmail.com 


“The Tigers are completely operational, sir. Why did 
you tell the men otherwise?” The commander looked up with a 
knowing grin at his friend’s question. 

“Oh, why waste expensive VASA vehicle support 
when we knew the Spartan could more than make up for it. If 
the men knew the truth, the syntha could find out quickly that 
they are being solicited. | chose discretion over valor’. 
Wolfe’s wrist commlink blinked a message and he glanced at it 
briefly before sighing, “They’re here early. Pad 4”. 

Captain Rigor stood with his small unit of androsynth 
escorts in the entrance tube to the VASA landing port. His 
SPOMM uplink whirred faster-than-thought subroutines to 
them as the airlock hissed shut. As they waited, the light 
above the exit hatch glowed a bright red and two vents opened 
up on the ceiling and started to hum with motion. 
Decontaminants and sterilizers sprayed into the chamber and 
covered them with a fine layer of antibacterial and anti-viral 
chemical compounds. The vents clicked once or twice and the 
light turned green just before the exhaust system sucked out 
the cloud of mist and snapped the vents closed. The main 
hatch into the port spiraled open and Rigor scanned the dozen 
or so VASA officers for any initial signs of ambush or hostility. 
All initial pheromone and temperature scans came back with 
little more than apprehension and nervousness, but no 
underlying _ threats. After passing the non-threatening 
responses to his escorts, Rigor stepped forward onto the 
platform and felt his implants making adjustments for the high 
humidity and slightly lighter gravity. He allowed a moment for 
the adjustments, and then stepped forward toward the VASA 
staff in confidence that they were going to be as civil as normal 
humans can be in these dark times. 

Commander Wolfe stepped forward, out of 
formation, to meet the visitor. “Welcome to Goliath-7, Captain 
Rigor. Pardon our shock of your being here, but you weren't 
expected for another hour. You caught us off guard”. 

“That seems to be happening to you a lot lately, 
commander “, Rigor’s voice was monotone and cold. “My 
vessel was riding in the gravity tail of a comet, your equipment 
may not have adjusted our ETA for that’, he replied. 

Commander Wolfe turned on his heels and 
motioned for Rigor to follow. Walking down the hallway next to 
one another, Wolfe looked far less imposing than he normally 
did. Wolfe was no small man, standing normally a good six 
inches above his peers when in their company. But standing 
next to the highly augmented Captain Rigor he seemed far 
less deserving of his unit’s battlefield nickname, Madwolfe and 
his Wolfepack. Rigor towered a full two feet taller than Wolfe, 
his armored carapace shaped in a facsimile to a well-muscled 
human body. As they strode down the hall, Wolfe turned his 
eyes briefly to the strange apparatuses built into the 
prosthene’s forearms. They looked as if something should be 
‘plugged in’ or attached to the odd ports and plugs exposed 
there. Wolfe wondered exactly what someone would want to 
‘plug’ into one’s forearms as they approached the map room. 


Wolfe stood on one side of the holo-projected terrain 
while Rigor loomed over the other, the soft light glinting 
strangely off of his plexifiber face. “Here is where the scouts 
saw the hydras preparing for an assault’, Wolfe pointed at a 
section of the map briefly before turning to another area and 
continuing, “, but over here is where our other scout units did 
not report back. | expect another swarm of slugs from that 
direction as well”, finished Wolfe before Rigor lowered a thick 
hydraulic finger to the map. 

“Then | will command my troops to investigate the 
unknown area while you lead your ‘Wolfepack’ against the 
known threat. When we have dealt with what we find there we 
will sweep in from the valley to aid you”, he droned. 
Commander Wolfe looked up in shock at the simplicity of the 
plan. 

“We don’t know what’s going to be waiting for you in 
that sector, what if you are defeated and cannot come to aid 
us?” 

“If my force cannot overcome what is awaiting us, 
then you would have had no chance of victory either way. This 
way we have a good chance of flanking the enemy before you 
are overrun by them’, Rigor replied coldly. “Your men will 
need to be mobile in fourteen hours.” 

Commander Wolfe, shocked at the audacity of this 
machine to order him around, fought the heavy urge to pull his 
blaster from his hip and ground the words through his tightly 
clenched teeth. 

“They'll be ready in twelve.” 

The battle had only just fully begun when the 
creatures swooped out of the trees and tore into the VASA 
marines. The harpicons, as they are titled in the new VASA 
science files, killed three men with their ripping warstaves and 
sharp wing-barbs before the chain gunner let a hail of flechette 
rounds spray into them all. Two marines and all six harpicons 
were shredded by the high-speed metal, and the squad moved 
on without even thinking twice about the men killed. They 
were taught that a man is a casualty as soon as koralon 
material touches bare flesh. To die was better than becoming 
one of their slaves, and every man in the VASA force 
understood and carried a sidearm to do what had to be done 
when necessary. So they continued on, saying whatever 
prayers they need to get every step closer to the alien 
menace. 

Elsewhere Commander ‘Mad’ Wolfe checked his 
Wolfepack, a veteran unit of Black Legion with the 
reputation of ignoring even the most hostile conditions and still 
coming out on top, from head to toe for anything that could 
detriment them. Feeling confident that this may not be their 
last endeavor, he switched on the magnetic pads on his 
gauntlets and snatched up his ion lance. Without issuing a 
single verbal order his unit followed suit and lined up along 
both sides of him, and waited for his next move. He took in 
one final unfiltered breath of crisp air, and shut the eco-valves 
on his helmet before exhaling. 

"Hit hard, hit fast, and don’t stop hitting them until 
you can’t hit them anymore. If this is your last day, or mine, | 
am glad to have fought alongside you. It’s time to go”, Wolfe 
said as his grav-pack hummed into life. His unit mimicked him 
once again, and they were soon standing by for the first 
combat jump. The world seemed to fall away from them as 
their packs thrummed with gravitic power. With little gravity to 
hold them down and with the aid of leg thrusters, the Black 
Legion leapt into the beginnings of the fray with the alien 
creatures. 

Legionnaire Russell’s unit of interdict marines, who 
were defending a mortar crater against the steady rain of 
coralline projectiles from arakton infantry, looked at the familiar 
shadows pass over them as the Wolfepack landed a few 
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dozen meters in front of them. 

lon bolts rained into the enemy from their lances, 
and Russell commanded his unit to advance and join the 
Wolfepack in eliminating the rest of them. Just as the marines 
pulled themselves over the lip of the crater, however, the air 
shimmered with the dimensional bending of a wormhole. Like 
the surface of a still pond when a stone is dropped in, the air 
itself rippled outward in a burst of unexpected activity. Out 
from the portal thundered one of the most feared koralon 
known to man. A massive broodmaster slithered from the 
shimmering nothing and cut two of Russell's men in half with 
one mighty swipe of its huge swords. 

Wolfe heard the men scream behind him and turned 
on his heels to investigate, and was just in time to see another 
three marines eviscerated by the enormous coralline blades. 
He wanted to run back and help, but knew it was already too 
late. Just as he popped a few numbers in his commlink, the 
broodmaster lowered his strange weapon and turned Russell 
and his men into an unrecognizable mess with a wave of 
super-strong gravity. It turned immediately away from them 
and roared triumphantly into the air. Moments later, after the 
coordinates had been given time to come into play, the ground 
around the monster detonated with the impact of a half dozen 
mortar shells. Bits of shattered coralline and smoking 
broodmaster flesh showered the area, and nothing but a 
smoking bloodstain remained. Wolfe whispered a_ short 
reprise for his fallen comrade, and turned back toward the fray. 
The Wolfepack awaited his next move. 

A good dozen or so koralon brood darted toward 
them, far too close to risk another jump so soon. Wolfe raised 
his ion lance and fired pulse after pulse into the incoming 
aliens. His squad half-circled around him and fired their lances 
as well, but even as some fell to ion bolts others drew nearer. 
Wolfe knew what was about to happen and bellowed to the 
unit. “Stand fast! Prepare for engagement! Do not falter!” 

Even with the losses in the charge, the brood had 
the Black Legion outnumbered by nearly two to one. They 
slithered with surprisingly agility into the Wolfepack, and 
sliced at them with brutal swords and axes made of their 
wicked coralline material. The fighting was fast and brutal, 
and Wolfe found himself fending off two of the aquatic 
assailants. A legion soldier fell almost instantly as one of 
the brood impaled itself on her ion lance while two others 
chopped into the woman holding it. In a spray of gore and 
ichor, one brood was torn in half by energized blades. 
Wolfe himself cut one down just as another slashed its 
blade across his faceplate, sparking off of it like flint across 
steel. A second legionnaire was gutted by his attackers’ 
swords, and slid to the ground in a twitching slump. It was 
very clear, the Wolfepack was losing this fight. 

Just as Wolfe was going to make the call for a 
retreat jump, high-caliber rounds rained in from just beyond 
the treeline. Wolfe kicked on his grav-pack and leapt into 
the air, the hail of fire passing just beneath his feet into the 
fray. The squad followed his lead, but one was just a bit 
too slow and a coralline ax sheared off his leg just below 
the kneecap. Without the leg’s booster support to stabilize 
him, he spiraled off into the trees in a twirl of bloody spray 
and exhaust. The remaining brood were shredded almost 
instantly as the bullets ripped through the air into them. 
Yellowish koralon ichor soaked the ground, and in seconds 
they all were dead. The Wolfepack landed, three members 
shy of the original ten, and Wolfe thanked the maker for the 
assistance. 


With a resounding thump, the source of the aid 
crashed out of the woods. A massive Korvus class infantry 
support walker trampled into the clearing, its gauss cannon’s 
barrels slowly revolving to a stop. Wolfe waived his 
appreciation to the driver, and prepared for another lift off as 
the sound of tearing metal split the air. The Korvus rocked on 
its long legs, and smoke poured out from its heavily armored 
body. It tilted to one side then the other, and then split straight 
down the middle like a clamshell. Both sundered halves 
crashed to the hard earth in a cloud of smoke and a spray of 
fuel. The driver pulled himself from the bent wreckage just in 
time to be smashed into the ground by an enormous clawlike 
hand as it stepped from behind the mass of twisted metal. 
Wolfe stood in horror as the living nightmare known only as 
‘hydra’ slithered through the thick black smoke like some 
demon crawling from Hell itself. Wolfe would rather face the 
demon, he thought. 

The thing’s dense flesh scraped against the 
demolished korvus, but seemed completely unaware of the 
burning fuel clinging to it. It’s three torsos bobbed and swayed 
as it dragged itself forward. Blood from countless slain foes 
stained the weapons of the creature, and its sightless heads 
tasted the air for new kills. Towering well over six meters tall it 
was an easy target to strike, but it's dense flesh and slick 
mucous sealed almost any small arms fire in seconds. It was 
quite possible that the hydra was the single most terrifying 
creature in the koralon hordes that humankind has ever faced, 
and Wolfe was about to battle one in close quarters. With one 
of its strange high-pitched wails, it started toward the 
Wolfepack with vicious determination on its trio of fanged 
faces. 

The legion dug in their heels and rattled burst after 
burst of ion bolts into the monster as it closed the distance 
between them and it. It seemed no more than annoyed by the 
stinging attacks, and smashed into them like a bullet train. 
One human was literally crushed into a bloody pulp by the 
sheer impact of the hydra, while another was sliced open like a 
ripe melon by its oversized coralline weapons. Ichor and 
mucous sprayed from several open lance wounds, but the 
hydra seemed unbothered and unstoppable. Wolfe stabbed 
his lance into the long neck-like extension holding up the 
center torso and pulled back the firing switch, and launched a 
spray of ion energy into the hardened flesh. Bits of flesh and 
even some bone shot out of the ever widening wound, 
splattering and bouncing off of his black armor. The hydra 
bellowed in agony, and the center torso dropped its coralline 
swords and slumped backwards onto itself. The gaping tear 
opened further under the weight of the limp body, becoming an 
obvious inconvenience for the other two torsos. While one of 
the torsos fought the other curled upon itself so it could see the 
‘dead’ center body, and set to cutting the useless weight from 
itself like the fox chewing off its own leg while trapped. In 
seconds the center body extension was removed, and the 
others were back to killing the Wolfepack. Wolfe went to strike 
at the ‘neck’ of another, but was stopped short by one of the 
hydra’s enormous legs. The creature made an attempt at 
grabbing him, but misjudged the distance enough to knock 
Wolfe sprawling a good five meters away. He then knew how 
powerless he and his unit were to this monstrosity. He made 
an attempt at standing, but intense pain shot through his leg 
from the ankle up. His ankle was probably sprained, possibly 
even broken. He tried again to stand, but was only able to sit 
up and stare as the wounded hydra chopped his unit into bits. 

Only two Wolfepack members other than Wolfe 
himself were still standing when the something slammed into 
the side of the beast hard enough to cause it to let go of its 
weapons and clutch its now gaping side. Wolfe twisted himself 
around and saw a handful of syntha troops toting heavy 
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energy weaponry steadily walking toward him. 

The hydra had little time to react before a second 
plasma ball seared one of the remaining torsos off at the waist. 
It gurgled a few more times, and then slumped over as the 
third plasma volley washed over it. 

The unit of syntha was comprised of the infamous 
‘teratosynths’. Almost half again the size of a man, they 
carried enormous versions of the androsynths’ plasma pulse 
rifles with ease. Rumor was that the teratosynths were still in 
a prototype stage, and that no battlefield had seen them used 
as of yet. Why would they choose to field test them here? 
They grew nearer, and they lowered their guns. As the syntha 
approached, Wolfe stared in amusement at their leader. In 
front of them walked Captain Rigor himself, two enormous 
grape-gun style firing racks mounted on those odd ports Wolfe 
had seen earlier on his forearms. The two surviving 
Wolfepack members helped the commander to his feet, 
supporting him on their shoulders. Just as Wolfe approached 
Rigor to begrudgingly thank him for his help, the hydra surged 
one last time and speared one of the teratosynths squarely in 
the chest region. 

Rigor spun with superhuman speed and raised his 
arms in a storm of gunfire that belied human ingenuity. A 
cloud of projectiles emitted from him, and the hydra’s burned 
flesh was stripped away in seconds like a_ time-lapse 
photography film of wind eroding stone. Rigor poured fire into 
the body for over thirty seconds, until a yellow smoking heap 
was all that remained. Then he turned back to Wolfe. 

“There was minimal opposition in our predetermined 
sector. We came as fast as we could”, Rigor said as three 
hunter killer attack crafts zoomed by overhead. Wolfe nodded, 
and did his best to put his weight on his lance and not his 
twisted ankle. 

“I’m glad to hear that. We might just beat these 
things yet. Where are you headed now?” Wolfe asked. 

The syntha officers manmade face showed no 
compassion or understanding as he replied, “Toward the 
reefship. If the koralon are to be stopped, it will be there.” 

The teratosynths and their enigmatic leader 
marched off, occasionally firing a crackling plasma bolt into 
unseen enemies as they went. As soon as Rigor’s unit was 
out of eyeshot Wolfe clicked on his commlink, “This is 
commander Wolfe, my unit has taken heavy casualties and are 
in need of a pick up immediately. We are twenty kilometers 
out in the omega sector. Send a carry-all with a medic. Wolfe 
out.” 

Minutes later the carry-all landed, its huge cargo 

doors sweeping down for Wolfe and the other two legion. A 
VASA trained medic, dressed in light blue armor identical to 
the black legion’s, went to work on Wolfe’s ankle even as the 
doors were closing. 
Wolfe commanded, “Take us back to HQ, and get me walking 
by the time we get there. Radio it in, send out the task force 
immediately. We may not have much time before the syntha 
find out what’s going on. Hurry, | have work to do.” 

The hunter killer grav bikes flew in a tight ‘V’ 
formation, spraying the ground with bullets as they zipped by. 
They were nearing the landing site of the koralon, and the 
sounds of battle raged all around them. However, considering 
that VASA had said they had no real way to combat the 
koralon, why would they take the fight fo them? As they 
reached a better view, the prosthene manning the first grav- 
bike clenched his fists on the controls and opened a link up to 
the captain. The squadron leader sent word back to Rigor, via 
the SPOMM network, that the koralon reefship seemed to 
already be under attack. Even though they had been told they 
weren't operational, three powerful Tiger APCs, four Korvus 
attack walkers, and a heavy gun emplacement poured 


enormous amounts of fire into the landed reefship. With each 
blast from the emplacement, huge chunks of coralline armor 
exploded outward from the vessel. 

The hunter killers hovered above the scene, 
projecting each shot and reaction to Rigor. The syntha were 
under the impression that VASA couldn’t handle this threat, but 
now have shown a full-fledged siege on the main colony itself. 
Koralon streamed from various ports on the ship, but rarely 
made it a few yards from the ship before exploding in the hail 
of munitions. The hunter killers relayed the information to 
Rigor, and he commanded their immediate and speedy retreat 
to his position. It seemed that VASA had been less than 
honest with the syntha, and Rigor knew who was at the bottom 
of this. 

“Treachery...what a truly human trait’, Rigor thought 
to himself. 

Wolfe hovered over his data screen like a vulture 
over a fresh kill, occasionally wincing at the medic’s probing 
apparatus surrounding his ankle. The screen constantly fed 
him information on the confidential expedition to the reefship, 
and occasionally even shot him a graphic image of the attack 
itself. A vein in his head surged stressfully, and he punched 
buttons on his commlink as fast as the information came to 
him. 

“Get that transport ready within the hour. The 
koralon reefship is almost broken, and our team will have sent 
us all the necessary information on the innards of that colony 
any minute now. The syntha are still keeping the main part of 
the slugs’ forces at bay while the team assaults the ship. 
Thirteen engineers, two black legionnaires, and myself will be 
ready for departure in no more than sixty minutes. Have that 
transport ready soldier, or | will put you back in the thick of it 
and get a new pilot”, he said to the man on the other end of his 
communicator as the information download continued. 
Pictures of the outer shell of the reefship giving way shot onto 
the screen and Wolfe grinned at the sight. The team was 
actually breaking through into a koralon reefship, and Wolfe 
would be the first VASA officer ever to bring graphical data like 
that home to the council. 

Just as the data began showing the initial scans of 
the inside of the ship, the screen exploded in a shower of glass 
and plastic that knocked Wolfe from his feet, kicking away the 
medical probes in the process. He reached for his blaster to 
defend himself, but his arm was pinned under an enormous 
hydraulic foot. His arm snapped like wet kindling under the 
weight of it. Wolfe looked up slowly and knowingly, his eyes 
following the leg until it eventually joined to the body of a very 
massive Captain Rigor. At the end of one of his outstretched 
arms was the smoking barrel of the huge gun that Wolfe saw 
in action earlier, and the pained commander sighed. 

“You can’t just kill me. Too many higher ups in both 
of our governments know you had been here in an effort to aid 
us against the koralon. They won't accept it, and you'll fry. 
Yeah, | screwed you...so what? Pull the trigger mandroid, do 
me and avenge all of those toasters and blenders that died out 
there because of me”, Wolfe spat. Rigor merely lowered his 
head and replied clearly and just as monotone as always. 

“Negative. Vengeance is a lower emotion that | 
have chosen not to include in my directive process. | 
completely understand that by killing you would be considered 
a war crime against the Goliath-7 VASA colonial outpost, so | 
will not. | have, however, taken it upon myself to disable your 
communication satellites and prepared my ship for departure 
with the data that you have taken from your task force. | am 
sorry it had to end this way”, Rigor said as he let off his foot 
from Wolfe’s arm and withdrew the datacore from the beneath 
the destroyed screen. 
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“| thought you said you weren’t going to kill me’, 
asked Wolfe. 

“I’m not. Although revenge isn’t in my program, | do 
understand the ramifications of your death. So, I’m going to do 
to you what you were going to do to my force. I’m leaving you 
at the mercy of the koralon. I’ve withdrawn my troops and led 
the aliens right here. They should arrive just after my ship has 
left’, the giant prosthene headed toward the door. 

“What will you tell my government when they ask 
about us? ”, he said as he dragged himself into a sitting 
position. Rigor stepped over him in stride, and paused briefly 
in the doorway before answering. Wolfe slid his blaster out 
from the holster and held it at the synth’s back, ready to fire. 

“I’m going to tell them the truth. The koralon overran 
this installation, and everyone on it must be dead. | trust they 
will know what to do for your friends and families. | do hope 
the koralon kill you, because with what the koralon do to 
captives...I’d be turning that blaster on myself, Wolfe. | hope 
we never meet again”, Rigor said as the door slid shut behind 
him, leaving Wolfe alone and broken in the room. Wolfe 
angrily threw the blaster across the room, yelling a stream of 
obscenities at the unhearing syntha boarding his ship 
somewhere in the complex. Anger gave way to panic, and he 
was soon sobbing his frustration to himself, with only his greed 
to blame. 

A few hours later, Wolfe snapped back to reality to 
the sounds of tearing metal and thunderous pounding. 
Throughout the complex he could hear screaming, and the 
high-pitched wails of the koralon race. Gunshots and 
explosions rang out, and Wolfe crawled as fast as he could to 
where his blaster lay. The sounds of rampaging koralon 
approached the door just as he grabbed his firearm. The door 
tore outward, and the doorway filled with brood. He fired his 
blaster at them so fast that in seconds his trigger clicked in 
futility. A few brood lied dead in the door, but the others did 
not advance. Instead they parted, and in slithered one of the 
enigmatic phazons. It swayed, and loomed over the broken 
human...as if it could actually see Wolfe with its eyeless head. 

“Kill me! Just get it over with! Kill me you s/ug! 
Kill...me....!”. Wolfe cried hysterically at the monster whose 
toothy maw was inches from his face. The phazon’s black 
tongue licked Wolfe’s head, tasting the pheromones and 
chemical structure of his sweat and oils. It hovered for a 
moment longer, but then stood upright again and turned to 
leave. Wolfe struggled against the strong koralon brood that 
grabbed him by his arms and legs, ignoring the pain from his 
broken bones. The air around the phazon shimmered like 
liquid mercury, and the brood started walking into the 
wormhole. Soon Wolfe would know all there is to know about 
the koralon race... 

...because soon he would be a part of it. 


MINIATURE REVIEW 


This issue we'll be looking at one of the resin houses that ARMORCAST © produces. They are not miniatures in the sense 
of playing pieces that you'd push around the game table, but they certainly are miniature houses and scenery is an integral 
part of any miniature game. The item reviewed here is #1215, a 3" x 3" Stone Cottage. It comes in a clear plastic bag and 
retails for $11.00. There are seven pieces to this model and each required just a bit of cleanup. Strangely, the chimney, 
the smallest piece, required the most attention. After cleaning up the small bits of leftover resin | took a better look at all 
of the detail on the model. The stone walls are 
really nice and the detail both inside and out is 
remarkable. The four walls went together very 
easily with super glue and | left that to sit while | 
put together the roof. | decided to leave the roof 
as a separate piece so guys could run around on 
the inside if they wanted. Not gluing the roof 
down to the house made it a tiny bit more difficult 
to get together, but it was by no means hard at all. 
If | could find an easy way to monkey with the 
door to get it to open and close | might try it, but | 
cannot think of anything off-hand. | will probably 
take a few minutes to carefully hollow out the 
windows so you can see guys on the inside and 
so they can shoot out. That will require painting 
the inside though. Oh, the trials and tribulations of 
a miniature gamer. Anyway, for eleven dollars | 
would recommend this kit to anyone that plays 
games in a fantasy setting. 


The Dark Axe Standard 
Bearer serves as a much- 
12 needed focal point for these 
10 dwarven troops. Warbands 
¢ of Dark Axe warriors that 
12 choose to take a Standard 
Bearer may increase the size 
of the warband to 4-8 Dark 
Axe warriors, not including 
the Standard Bearer, instead 
of the regular limit of four 
Dark Axe Warriors per 
warband. The Dark Axe 
Standard Bearer carries a 
standard and is armed with a 
regular axe. 


GAME REVIEW 


Our review of Carnage in the previous issue of Fictional 
Reality leads us in to this issue's review of Skullbrawl, 
an expansion set of sorts for Carnage. 


Basics - Skullbrawl comes as a boxed set that contains 
one rulebook, one sprue of plastic miniatures (2 
Infantry, 1 Archer, and 1 Cavalry of Herptars and 
Brigandish), 1 metal skull miniature, 1 small ruler, and 
unit cards. 


Presentation - Just like its larger counterpart, the 
Carnage rulebook, the Skullbrawl rulebook is easy on 
the eyes and has clear diagrams. The entire book is in 
B&W and is half-normal size. The drawings in this book 
also remind me of old AD&D pictures and | get a kick 
out of them. 


Storyline - Herptars move into Brigandish lands on a 
burger run (scouting for beef, better known as 
Brigandish mounts). The Herptars find themselves 
hopelessly outnumbered, but then the Orb of Power 
goes and gets involved. The Orb plants an idea in the 
heads of the leaders of the two armies that there has to 
be a better way out of this mess than just a regular old 
butt kicking. After some negotiations the Herptars 
agree to play in this new bloodsport and Skullbrawl is 
born. 


Races - Skullbrawl presents itself as a Brigandish 
versus Herptar game, but using the custom-build rules 
from Carnage will allow you to play with any armies. 


Game - The game itself, with a couple of new rules for 
set-up, scoring, throwing, kicking, time limits, etc..., is 
played with the basic Carnage rules. This means that 
you have to own Carnage to play Skullbrawl. Quite 
differently than another fantasy combat football game 
(Blood Bowl), Skullbrawl uses units of figures and 
Individuals. In fact, you get to make your own 
Skullbrawl Heroes, called Squits. These Squits can 
range from the equivalent of superstar playmakers to 
replacement wannabees. Having units in the game 
leads to a couple of scrimmages all going on at the 
same time during the game with the ball, err skull, being 
tossed and kicked about. Most games will have about 
40 figures per side and each side gets an equal number 
of Squits. Oh, you not only score points by getting the 
skull across your opponent's goal line, but also for 
taking out his Squits. There are also optional rules for a 
Basketball-ish version of Skullbrawl along with new 
spells for your mages. 
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© Holistic Design 


Army Lists - Weren't you listening a few minutes ago? 
Herptars, Brigandish, or whatever you want to make up 
or use. 


Theater of War - Pretty much as you would expect for 
a fantasy combat game. Missile troops support the 
grunts, which are the backbone of your army. This 
eventually leads to more of a hand-to-hand battle, but 
with the added element of having to win the game by 
dragging a large skull across a goal line. 


Value - The box set retails for twenty bucks USD. If 
you are a fan of Carnage then this light-hearted look at 
combat sports should be right up your alley. Since you 
have to possess the Carnage rules to play Skullbrawl it 
kind of de-values some of the contents of the Skullbrawl 
box. You don't really need the extra sprue of figs, but 
they are nice to add to your armies. Aside from the 
game itself, the unit cards are a very good idea. You 
get two for each unit type of Herptar and Brigandish. 
Each card has a picture of the unit it represents and a 
blank stat line for you to fill in. | would have liked to see 
some without pictures to use with your own custom 
armies though. | think that Carnage itself would benefit 
from having these rules included as variant rules in the 
basic rulebook. Bottom line, if you are a fan of Carnage 
then Skullbrawl is certainly worth looking for. If not, 
well, then you'll probably want to pass. 


GAME REVIEW 


| had planned on having a Krash battle report this issue, but 
due to problems that ended up being out of my control you'll be 
seeing a review of the game instead. Sorry, but them's the 
breaks. 


Going back several years, more than 15 in fact, | started 
playing a little game called Car Wars that was produced by 
(and still is) Steve Jackson Games. This game absolutely 
consumed me. A good while after that Games Workshop put 
out a game called Dark Future that | gave a go and they also 
had a game called Battlecars, but | never did get to play that 
one. Each of these games focused on vehicular combat....oh 
goodie! _In the interests of being brief let's say that | love Car 
Wars and kinda liked Dark Future. 


So that brings us to Krash by Cell Entertainment. 


Basics - The rulebook is full color, about 1/4 size, and is in 
English and Swedish. It's pretty easy to read and follow. The 
pictures are really nice, but they are just too small. The terrain 
that the pictures show is just too nice to be wasted on really 
small pictures. The basic box comes with the rulebook, 2d6, 
and enough parts to put together two vehicles. You can 
certainly play with just the contents of the basic box. | found 
the weapon pieces to be pretty cool looking and with a bit of 
flash that cleaned up pretty easily. Unfortunately, the cars 
were another matter. The cars in Krash are basically Hot 
Wheels © or Matchbox © scale and it takes eight pieces 
(including wheels) to put together each car. | found quite a bit 
of flash and mold lines that had to be taken care of with a 
hobby knife and file. Once done with that they still did not fit 
together as well as | would have liked or would have expected. 


Storyline - To leave your opponent 
a smoking, useless heap of rusting 
metal. 


Races - No orcs or elves here, just 
your plain old 'umies. 


Game - OK, here's where things 
break down for me a bit more. 
After reading through the rulebook 
you'll see that Krash is much more 
of a 'beer-n-pretzels' kind of game, 
rather than the detailed 
slaughterfest that Car Wars is. | 
guess that makes it a laid back 
slaughterfest. Everything is d6 
based and everyone's starting to- 
hit number is a 2+. You get 
modifiers for the weapon you are 
firing, speed and cover. Each car 
has 30 ‘life points' and weapons do 
from d6-2 to 2d6 points of damage. 
Most weapon ranges are around 
24cm with some lower and some 
higher. Vehicle top speed (without 
accessories) is 24cm. Each car is 
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allowed to use 3 actions per turn. These include SPEED UP, 
BRAKE, TURNING, and FIRING. No weapon can be fired 
more than once per turn so you'll be putting at least 3 guns on 
every car you make. Players take their turns one at a time. 
The game is very simple, almost over-simplified in my opinion. 


Army Lists - Since each player builds their own vehicles you 
all have access to the same army list. Vehicles are outfitted 
using 'pegs'. Each location on a car has a certain number of 
pegs and each weapon or accessory takes up a certain 
number. Your hood has 4 pegs so you can take a weapon that 
uses 4 pegs or two that each take up 2 pegs. There are no 
cots or other limits so every car will end up completely bristling 
with weapons. 


Theater of War - Around 24cm or less is where most of the 
action is going to take place. A 4'x4' table is more than 
enough room to play on. 


Value - The basic set retails for $24.95. For that price | cannot 
really recommend the game. If you are looking for a very laid 
back and easy to play game then you're on the right track, but 
the over-simplicity of the game and the rather poor quality of 
the cars turned me off. On the plus side, | would heartily 
recommend the weapon accessory packs to any fans of Car 
Wars or Dark Future. They run $3.95 each and you get a 
bunch of weapons and accessories. | will be using several of 
these to modify the Hot Wheels that you can pick up for about 
a buck each. 
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